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MARK MyaWORDS 


Inquiring Minds Want to Know 


am often asked questions about 
The Duelist, either via email, snail 
mail, or in person. This month, I 
thought I'd address a few of the 
most frequent inquiries. 


Why doesn’t The Duelist include a 
price guide for Magic cards? 

For ethical reasons, Wizards of the 
Coast must keep its influence out of 
the secondary market. It would be 
inappropriate for a magazine published 
by Wizards of the Coast to include a 
“subjective” price guide for its cards. 
Simply put, it would be a serious 
conflict of interest. 


I subscribe to The Duelist, so why 
wasn’t the latest issue mailed to me? 
We realize there have been some 
subscription problems in the past. 
To improve matters, we've switched 
fulfillment houses. However, if you still 
experience a problem, please call Pub- 
lishers Creative Systems directly at 
(800) 395-7760, or (619) 738-4970. 
They’re taking calls Monday through 
Friday, from 9 A.M. to 5 P.M. (PST). 
Our international fulfillment agency, 
Tomalin Associates (in the UK), can be 
reached by calling +44-137-181-13-45. 


Why isn’t there more non-Magic 
material in The Duelist? Why is there 
more and more Magic content in 
The Duelist? 

The editorial balance between Magic 
and non-Magic material is a touchy 
subject. We've compiled plenty of reader 
surveys to find out what you, the Duelist 
reader, want to see inside the magazine. 
The results vary, but here is the majority 
consensus: readers want to read about 
Magic. A significant number of readers 
also want information on other TCGs 
and RPGs, but differ greatly on what 
those games should be. Our solution is 
to always include a generous amount of 
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Magic information, coupled with rotat- 
ing coverage of other trading card 
games in the market. 


Why has The Duelist stopped printing 
artist interviews? 

The answer to this question is just 
harsh reality. The reader surveys indi- 
cated that a majority of our readers 
did not like the artist interviews (they 
consistently ranked at the bottom in 
preference). We do, however, profile 
the cover artist in the “About Our 
Contributors” section in each issue. 


Why doesn’t The Duelist print spoiler 
lists of new Magic expansions? 
The reason we don’t print exact card 


files of new expansions is...well, actu- 
ally, now that I think about it, I don’t 
know why. I mean, we're supposed to be 
the official source for Magic so it would 
kind of make sense. Okay, from now on, 
we'll print exact card text with the 
release of each Magic expansion. Turn 
to page 65 to see our first ‘player's 
guide,’ this one on the Weatherlight 
expansion. 


Coil. Cie 


MARK ROSEWATER 
Editor in Chief 
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Persistence Days Off 
Adrian Smith. Adrian 
Smith knows what it 
takes to get ahead. Ten 
years ago, as a 17-year- 
old aspiring artist living 
in England, he used to 
send off sketches for con- 
sideration to Games Workshop, a Notting- 
ham-based tabletop-wargaming company 
that still produces metal action figurines. His 
persistence finally paid off. 

“T think I was just lucky,” says Smith, who 
now resides in Edinburgh, Scotland. “I used 
to be a [figurine] collector as a youngster and I 
was always drawing on book covers in school, 
not really paying attention in class. I didn’t 
really know if I had anything going or not.” 

For the next two years he worked as an in- 
house illustrator at Games Workshop, gain- 
ing valuable experience working alongside 
artists such as Kevin Walker and Paul Bon- 
ner. This served as his formal introduction to 
the world of fantasy gaming. 

Smith's reinterpretation of Maraxus of 
Keld (a card he illustrated for the Weath- 
erlight expansion) adorns this month’s cover 
of The Duelist. The image portrays the 
mighty Maraxus in a slightly different light. 
“There's a difference in background as well,” 
explains Smith. “Since he’s a character who's 
usually fighting in most of his scenes, I 
thought I'd have him doing something dif- 
ferent. So it’s more of a portrait. I wanted to 
show him as being proud but not very nice at 
the same time.” 

A self-taught artist who works primarily in 
water colors, Smith has been freelancing for 
the past seven years. He’s done various card 
illustrations for Wizards, including work for 
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Visions, Mirage, Fifth Edition, and Portal, the 
easy-to-play starter version of Magic. 

“It’s not easy,” says Smith, discussing his 
life as a freelancer. “You have to get the 
addresses of all the places you'd like to submit 
work to. Then you send out your materials. 
Then you wait. It can be difficult.” 

But it’s one road Smith is used to traveling. 


Forever a Student 

George Baxter. Since the 
Magic Pro Tour debuted in 
February 1996, George 
Baxter of Dallas has done 
quite well for himself. 
Besides finishing as a quar- 
terfinalist at both Pro 
Tour-New York and Pro Tour—Dallas, Bax- 
ter finished second at the U.S. National 
Championships last July. Overall he has 
earned $14,800 in prize winnings, including 
$5,500 as a member of Team USA in their 
title-winning performance at the World 
Championships last August. 

But if you ask him to recount his most 
exciting moment in Magic, he mentions 
none of the above. 

“I think it was the day I put my team 
together,” says the 24-year-old line manager 
for Wordware Publishing's Game Books. “I 
had run a series of tournaments to find the 
best Magic players in Dallas. After the dust 
had settled, I looked at my new brothers. We 
vowed on that day that starting with [Pro 
Tour] Dallas, no other team would be our 
equal.” 

This month, The Duelist puts Baxter's 
playing and writing prowess to the test. 
Starting on page 56, Baxter outlines various 
tips on tackling the ever-changing Standard 
(Type II) environment. As a seasoned 
author—he’s had four books published 
revealing various Magic strategies—Baxter 
was the ideal candidate to take on such an 
assignment. 

“What makes some players better than 
others is that the good players are constantly 
practicing and searching out their superiors,” 
says Baxter. “If you surround yourself with 
players who are better than you, they will 
eventually bring you up to their level. 

“It’s better to lose and learn than to win 
and be ignorant.” * 
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LETTERS — 


Yes, We’re Crazy 
Wis Elliott’s article, 
“Taming the Flames,” 
in Duelist #17 said that some 
cards that were taken out of 
the basic set were “slightly out 
of flavor.” I don’t think that’s a 
good reason for removing 
cards. Variety and unpre- 
dictability are integral to 
Magic. If the set becomes too 
predictable, it will no longer 
be interesting. The Fifth Edi- 
tion list looks quite disap- 
pointing, but I will give it a 
try. I hope I like it better 
when I try to play with it. 
Shirley Evans 
Grand Junction, Colorado 


No, We’re Not Cra 

t’s about time the Magic 

designers did something 
about balancing the colors. I 
was very happy to see the 
Fifth Edition card list last 
issue, along with the explana- 
tions for why cards were 
removed from the basic set. 
It’s nice to open a booster and 
know that my rare isn’t going 


to be another useless Lifelace. 
Jason Schmidtz 
Miami, Florida 
Pro 


de Duelist #17, Beth Mour- 
sund commented on the 
MicroProse Magic game that 
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Win a display box of Weatherlight boosters by finding 


this mana symbol 6 hidden somewhere in your 


Duelist magazine. Drop us a postcard telling us where 


you found it, and send your entry to The Duelist Mana 
Symbol, P.O. Box 707, Renton, WA 98057. Each issue of The Duelist will have a new 
mana symbol hidden and a new prize for finding it. Only postcards will be accepted 


as legal entries. The winner will be drawn randomly from a pool of correct entries. 


Postmark deadline is the last day of the month of issue. And remember—the mana 


symbol must exactly match the symbol ( @ ) shown here! Contest is open only to 


residents of the U.S. (except Rhode Island), and Canada (except Quebec). 


the final “big-bad dude” wiz- 
ard is “unbeatable.” Well, even 
though it had 100 life to my 
14, I beat it with my black 
deck made up of Royal Assas- 
sins, Hypnotic Specters, and 
the like. Does that mean I 
should copy that deck, buy 
every card in it (including a 
Black Lotus I found in a dun- 
geon), and pummel my 
friends with it, or take it on 
the Pro Tour and quit my job? 
Brent Tutwiler 
Doylestown, Pennsylvania 


Quitting your job is probably 
the best answer. After all, that 
would give you more time to 
search for Black Lotuses in 
dungeons. 


Out 


Nirst of all, congratulations 
to all the cool staff who 
make possible every issue of 


WE’RE LISTENING... 
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Send your thoughts to 
“Letters,” clo The Duelist, 
P.0. Box 707, Renton, WA 
98057-0707, or to 


<duelist @wizards.com>. 


Please include your name, address, 
and phone number for verification 
purposes. Letters may be edited 
for length and clarity. 
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The Duelist. We're four 
Magic hooligans from 
Barcelona, and we're really 
excited about this collec- 
table card game called 
Magic. It seems nobody 
from non-U.S. countries 
dares to write to you, and 
we wanted to be the first. 
But we do have one ques- 
tion: Why are all your pro- 
motions and contests only 
open to residents of the 
U.S. and Canada? We want 
to participate too! 

Berserk Magic Club 


Barcelona, Spain 


Thanks for writing (and for 
the Spanish-language Wild 
Elephant)! Even though 
you're not the first people from 
outside the U.S. to write to us, 
your question certainly 
deserves an answer. Some 
areas, even some within the 
U.S. and Canada, have laws 
that prohibit such contests, 
and that’s why many areas of 
the world can't enter them. 


Correction 

The Clan Rasalhague deck 
in last issue’s “BattleDeck 
Campaigns” article should 
have contained four Ele- 
mental Points, not three. 
This brings the deck’s total 
to sixty cards. 


Congratulations to Mae Tanner, 
38, of Juneau, Alaska, the 
grand-prize winner of a trip 
for two to Seattle for the 
Grand Opening of the Wizards 
of the Coast Game Center. The 
prize includes round-trip air- 
fare, hotel accommodations, 
limousine service to the gala 
Grand Opening festivities, $500 
spending money, a limited-edi- 
tion “Nightmare” jean jacket, 
one display box of Fifth Edition 
decks, and one display box of 
Fifth Edition booster packs. 
Congratulations also go out to 
the five first-prize winners of a 


limited-edition “Jester’s Cap” 


leather top backpack, one 
display box of Fifth Edition 
starters, and one box of Fifth 
Edition boosters: 
@ Steve Herrmann 

Florence, Kentucky 


@ Mike Barragan 
Alta Loma, California 


@ David Gault 
Anchorage, Alaska 


| jurgens 
Sioux City, lowa 


@ Andrew Tamanaha 
Angwin, California 


ILLUSTRATION BY SCOTT KIRSCHNER 
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ar above Dominaria™ a 
heroic crew gathers the 
secrets of Magic’s past. 


s . Before their journey is com- 


Pid 
—, 


plete, they will have found 
a” ; its future. 
Re M3 The trials of the airship 
ee Weatherlight~ will reveal 
awesome new forces like 
the Avizoa, and unearth 
legendary secrets with 
cards like Lotus Vale. 

This limited-edition set 
for Magic: The Gatherings 
will drive future expansions, 
as the Weatherlight takes 
your game further than you 


ever imagined. 


— 


ae Customer Service at (206)-624-0933, Mon-Sat, 8am to 9pm PST 


GIVE PEACE A REST. 
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Download your free demo and custom Lords II theme pack from our Web site at 


http://www.sierra.com/games/lords2. Order your copy today by calling (800) 757-7707. Impressions 


Declare all-out war with the Lords of 
the Realm™ II Siege Pack. Now you 
can concentrate on just fighting — this is 
pure combat. Lead your armies into 50 
new battle arenas which will test the 
mettle of the most seasoned war lord. 


Enemy hosts await you for head-to-head 
combat on the Internet. Plus, new castles, 
battle maps and scenarios are ready to 
take you to the next level — putting you 
one bloodstained step closer to the 


English throne. NEW COMBAT ONLY MODE 


NEW INTERNET PLAY 


SIEGE CASTLES 
. BATTLES reen 


LO JISTERED VERSION OF 
MIORDS OF THE REALM 1 


WOIVd ADAIS 


Choose to clash swords in the open 
field or lay siege to new castles with 
your customized army. 


Battle friends S000 Gre 
and foes on the : - & aml 
Internet. 


Seige upon 10 new 
Castle Designs. 

Discover 20 
New Countries 
to conquer. 


Repel invaders 
with new Burning 


Pitch. 


Clash on 20 new 


Battlefields. 


Create your own challenging battle- 
fields — dare players from around the 


world to play on your “home turf ” 


LORDS lIlisa 


ng this fall! Lords of Magic” CE 
A STE Rez — 


©1997 Sierra On-Line, Inc. ® and/or ™ designate trademarks of, or licensed to Sierra On-Line, Inc. All rights reserved. Runs on Windows 95 


David doesn't have 
long z to live... 


.. and only 
YOu can 


This is David’s first game 
of Magic™ and he’s about to 
be crushed. The ugly truth 
has set in. 

David has no clue how 
to play Magic. 

He tried to block a Fireball 
with Mana Flare. He declare 
his enchantments as atta 

. during his opponent’s 
inini: 

Portal” is an introductory 
Magic set designed to give the 
Davids of the world a fighting 
chance. 

It’s compatible with Magic, 
but easier to learn and play. 

If you know someone like 
David, someone with this 
problem, get him the help 


he needs. 


PORTAL eet 


\ V iar ‘ds The Gathering 
or ree ©O*S*" Customer Service ica Mon-Sat from 8am to 9pm, PST (206) 624- ang 


Wizaros oF tHe Coast, Magic: The Gathering, and Portal are trademarks of Wizards of the Coast, Inc. ©1997 Wizards of the Coast, Inc. Alll rights reserved http://www. wizards.con 


Mercenary Invasion 


ercenaries, the next expansion for the BattleTech TCG, 
will give you close to one hundred new mercenary- 
themed cards to muscle-up your decks. Due out this 
August, the set features renowned and unique person- 
alities from the BattleTech universe as well as new ’Mechs 
exclusive to the TCG. Plus, ComStar cards and new cards for 
the repair/reload phase give you more options than ever for 
crushing your opponent. Expanded coverage of BattleTech 
and Mercenaries will appear in the next issue of The Duelist. 


Crash and Burn— such as Jason Carl of the MicroProse Patch: Rumor | Con in Milwaukee, Wis- 
RoboRally’s Second DCI, Glenn Elliott of the has it that the MicroProse consin, at the Mecca Con- 
Expansion BattleTech design group, Magic: The Gathering for the | vention Center! Sponsored 
If you think you can survive | and other guests from PC game will soon have a by TSR, Inc., you're sure to 
a dangerous world filled Wizards of the Coast and free software patch to correct | find lots of Advanced 
with laser beams, incinera- the Pro Tour circuit. glitches in the initial release. | Dungeons & Dragons, 
tors, and oil slicks, then New Web Page: The No word yet of where to Dragon Dice, Spellfire, and 
Crash and Burn is for you. Wizards Web page has got- | download it, but check more. You'll also be able to 
Crash and Burn, the second ten a facelift. The home future issues of The Duelist join in various Wizards 
board game expansion of page has been redesigned for | for more information. games, including a Magic: 
RoboRally, hit the streets easier navigation, and new The Gathering Pro Tour- 
this May with additional features have been added, | Conventions Chicago Qualifier. For pre- 
game boards, new game play | such as more frequent Gen Con’97, August 7-10: registration information, 
features, and an all-new ver- | Duelist Online issues. | Don't miss this year’s Gen write to Gen Con Game 
sion of the Factory Floor Point your browser to 
ary: Pa . = 9 < en ee ee es = = eet 

Guide for this fast-paced, <http://www.wizards.com> 
science fiction board game. and check it out. 
Quantities for this latest Artist Gallery: Terese 

7 . ‘ izards of the Coast, Inc. and TSR, Inc., the two 
RoboRally expansion are Nielsen went under the : 
oe i ; leaders of the adventure gaming industry, 
limited —only 1,000 game interview lights for the most recently announced that a letter of intent has 
units will be produced. recent Duelist Online | been signed by both parties for Wizards of the Coast 


Crash and Burn will be sold | Gallery opening, in 
for $12.95 and will include mid-April. An inter- 
two new game boards for use | view with Doug 


with the original RoboRally | Shuler will appear 


to acquire TSR. The transaction is expected to be 
completed by May 1997, but at press time, no 
further information was available. 

Lake Geneva, Wisconsin—based TSR is the 
publisher of the world-renowned adventure 


board game, plus a new ver- online in June. game Dungeons & Dragons.“TSR is the 
sion of the Factory Floor First TV, Now pioneer of adventure games and carries an 
Guide to extend the life of This: Wizards staff important industry legacy,” said Peter D. Adki- 
the average robot. will appear in video eeererene a8 CEO of Wizards of the Const. 
i ; “We look forward to drawing on TSR’s worldwide repu- 
format at the First TV tation and established lines of popular games to com- 
Instant Access website. Check out plement our current business.” 
to Wizards Goodies <http://www.first-tv.com>. | Lorraine Williams, president and CEO of TSR added, 
CompuServe Forum You must download the “The synergies that already exist between Wizards of 
Expands: The Wizards Vivoactive player software cee Loset ond 28 eemnire 2 soltd home and future for 
a i a ‘ ey . the vast library of intellectual property which TSR has 
Forum on CompuServe from the First TV site to | created, and for its creative community.” 
(GO WIZCOAST) is | view the footage, but it’s 
now hosting guest speakers worth it! 
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Fair, TSR, Inc., 201 Sheridan 
Springs Rd., Lake Geneva, WI 
53147, or call (414) 248-3625. 
AndCon 97, September 
25-28: Besides gaming, 
AndCon will also feature sci- 
ence fiction and fantasy pro- 
gramming. Gaming features 
include: Magic: The Gather- 
ing (including Classic (Type 
I) and Classic-Restricted 
(Type 1.5) North American 
Championships) and other 
TCG tournaments; RPGA 
events; a Puffing Billy tour- 
nament; and a weekend- 
long Vampire Interactive 


Roleplaying event. The con 
also features dozens of board | 


games and miniatures and a 
large computer gaming area. 
Guests of honor include 
artist Keith Parkinson and 
writer R. A. Salvatore, with 
more to be announced soon. 
Preregistration weekend 
badge price is $24.95. 

Daily and visitor passes 

are available. For Radisson 
Hotel reservations, call 
(419) 241-3000. 


Vanguard Comes 

to Arena 

Vanguard is a supplement, 
not an expansion, for Magic: 
The Gathering. It presents a 
new way to play Magic by 


Original art from Magic artists includes Anson Maddocks’ Wind- j: 
seeker Centaur (a promo card from the HarperCollins Magi¢ books); Dan Frazi 


Homelands) and Storm Cauldron (from Alliances); Mark Poole’s Torsten Yon U 
Radjan Spirit (from Legends); Tom Wanerstrand’s Boiling Seas (from Portal); Terese Ni 


allowing each player to select 
a specific character from the 
Magic Multiverse to “lead” 
his or her deck into battle. 
Each different character card 
affects the way the player's 
deck functions. For instance, 
one card decreases your 
spells’ casting costs, while 
another allows your creatures 
to ignore summoning sick- 
ness. In addition, each 
Vanguard card increases or 
decreases your maximum 
hand size and the life total 
with which you begin play. 
Vanguard promises to 
change the way you play 
Magic. Since your character 


of Force of Will (from Duelist #12’s cover); Rebecca Guay’s reinterpretation of Phantom Monster (from 
Duelist #16’s cover); and Adrian Smith’s reinterpretation of Maraxus of Keld (from Duelist #18's cover). 


Artists are expected to set $500 minimum bids for their artwork, with incremental bids set at a minimum 
of $25. All the artwork being donated will be professionally framed by Wizards of the Coast prior to the sale. 

Proceeds will benefit community service organizations serving the University District, the Game Center’s new 
neighborhood, and the community of the University of Washington. 


p 
WAneRsTRAa® 


: b ealeahefeitasheg 


OM You can find the current highest bid posted on the Wizards of the Coast 
website, specifically the Duelist Online, or by calling the Game Center at 
(206) 675-1608 or (800) 923-0017 (toll free). You may place a bid by call- 
ing the toll-free number and leaving your name, address, phone number, 
and credit card number. Winners will be announced at the Magic World 
Championships on August 17 and will be notified by phone. The Duelist 
will also announce the lucky new owners. 
For more information, check out the Game Center website at 
<http://www.wizards.com/game_center> or send email to 
<game_center@wizards.com>. 
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is immune to anything within 
the game (you can’t Fireball 
your opponent's Vanguard 
character), you're guaranteed 
to have the character's power 
working for you throughout 
the entire game. Players using 
Vanguard will build decks dif- 
ferently: having Gerrard in 
play leads to a very different 
deck style than using Squee 
or Tahngarth. 

Each Vanguard character 
is printed on a slightly over- 
sized (approximately 3'2" by 
5") Magic card. Vanguard is 
not currently legal for sanc- 
tioned tournament play. All 
Vanguard characters used in 
Arena’s Summer Season are 
drawn from the Weatherlight 
expansion. 

Vanguard represents part of 
Arena’s attempt to return 
Magic to its roots: fun, often 
unpredictable, and never the 
same game twice. You and 


| your opponents may have 
® played your favorite decks a 


hundred times apiece, but 


| add Vanguard to the mix and 


the game is different from all 


| the ones you've played before. 


Vanguard will initially be 
available only through Arena— 
The League for Magic: The 
Gathering. Arena’s Summer 
Season (July 18—August 24) 


| will feature Vanguard, and each 


participant in the league will 
receive one of two different 
four-card packs of Vanguard 
characters. Vanguard will likely 
continue to be featured in 
future seasons of Arena play 
during 1997 and 1998. The 
eight cards featured in Arena’s 
Summer Season will also be 
made available in a “gift box” 
scheduled for release in fall 
1997 This product will con- 
tain two pre-built decks, each 
one designed for use with a 
specific Vanguard character. 


Insider 


Trading 
Neate. 


by Mark Rosewater 


| Never Metamorphosis 
| Didn’t Like 
ne of the most interest- 
ing aspects of being in 
Magic R&D is watch- 
ing how the cards 
metamorphosize as 
they work their way through 
the development process. I 
thought it would be interest- 
ing to share a few Weather- 
light cards with you and 
explain how they changed in 
development. 


@ PLAYTEST VERSION: 

Black Death, ®@®, Sorcery, 
“Search your library for any 
five cards. Remove the rest of 
your library and your grave- 
yard from the game. Put 
those five cards on your 
library in any order.” 

@ FINAL VERSION: 
Doomsday, @@@, Sorcery, 
“Pay half your life, rounded 
up: Put your graveyard on top 
of your library then remove 
all but five cards of your 
library from the game. Put 
the rest on top of your library 
in any order.” 

This card proved to be too 
strong in playtesting. We fixed 
the problem by slightly strength- 
ening the card by adding the 
graveyard as an option to pick 
the cards from, and then upping 
the cost to include a payment of 
half the caster’s life. This addi- 
tion also allowed us to complete 


a theme that had been running 
through all of Mirage and its 
expansions (black spells with a 
big effect for @@® and half of 
caster’s life). 


@ PLAYTEST VERSION: 
Super Self-Mill, @@, 
Enchantment, “During your 
upkeep, put the top seven 
cards from your library into 
your graveyard.” 

@ FINAL VERSION: 

Tolarian Serpent, 8@@, 
Summon Serpent, 7/7, “Dur- 
ing your upkeep, put the top 
seven cards of your library 
into your graveyard.” 

The developers felt that the 
submitted card would never get 
played, as it seemed to have too 
much of a negative effect. We 
solved this problem by treating 


summer season will have an 


the ability as a negative effect 
that we then put on a large 
creature. 


@ PLAYTEST VERSION: 
Endangered Species Act, 
2@@, Enchantment, “Play- 
ers may not cast spells which 
target one or more creatures.” 
@ FINAL VERSION: 

Dense Foliage, @@, Enchant- 
ment, “Creatures cannot be 
the target of spells.” 

The submitted card was 

designed to protect creatures 
Srom untargeted mass-destruc- 
tion spells. The development 
team felt that the effect was a 
little too narrow (some joked 
that the card should have just 
read, “No player may cast 
Wrath of God”) and changed it 


to mimic the “non-targetability” 


opportunity to experience these and other game environ- 
ment changers when Wizards of the Coast presents an 
exciting new way to play Magic. Titled Vanguard, this 
promotion will involve a series of oversized cards repre- 
senting numerous characters from the current Weath- 
erlight saga. Each card will change the life total and hand 
size of its controller, and will grant some special ability for 
the duration of the game. Players can build decks to 
accompany the cards or flip them up to create random 
effects on a duel. For a sneak peek of these cards, check 
for a free sample in the next Duelist (not this issue as was 
incorrectly stated last issue). [For more information on 
Vanguard, see “Wizards News” on page 20.] 


that has appeared on a number 
of green creatures (Autumn 
Willow, Deadly Insect, Jolrael’s 
Centaur, etc.). 


@ PLAYTEST VERSION: 
Goblin Arsonist, @, Sum- 
mon Goblin, 1/1, “®@@, 
Sacrifice Goblin Arsonist: 
Destroy X target plains.” 
@ FINAL VERSION: 
Orcish Settlers, ®@, Sum- 
mon Orcs, 1/1, “@@@, &, 
Sacrifice Orcish Settlers: 
Destroy X target lands.” 

The submitted version was 
Just too brutal. To balance the 
effect, we had to up the casting 
cost, up the activation cost, add 
a tap to the ability, and change 
the summon type. (Okay, the 
last part was just done for fla- 
vor reasons, as orcs tend to be 
better at destroying land than 
goblins.) 


@ OTHER TWEAKS: 

Several cards changed colors 
(Aboroth from black to 
green, Heart of Bogardan 
from black to red, and Wave 
of Terror from blue to 
black); Infernal Tribute 
added two colorless mana 
to its activation cost; 
Maraxus of Keld changed 
to count only its controller’s 
untapped creatures, artifacts, 
and lands in play; Spinning 
Darkness went from drain- 
ing 2 to 3 life, and its alter- 
nate casting cost went from 
removing the top four crea- 
ture cards to removing the 
top three black cards; and 
Psychic Vortex added sacri- 
ficing a land as a cost to 
keep the card in play. 


Mark Rosewater is Editor in 
Chief of The Duelist and works on 
the side as a member of Magic 
R&D. Wait. Stop. Reverse that. 
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THINK YOU KNOW THE CREWS 

wa OF THE WEATHERLIGHT ? 
NOT QUITE! LETS MEET 
SOME OF THE ‘LITTLE 


ULTIMATE DESTINY ? OR DOES 
IT JUST LIKE HIDING IN 


MACHINIST. HE'S THE PERSON WHO 
ACTUALLY WORKS ON "THE WEATHER- 
LIGHT'S MAGICAL ENGINES WHILE 
THE OFFICERS STAND AROUND LOOKING 


COOL. THERES BEEN A LoT oF 
TALk ABouT THE PossiBLe 


NENTS, BUT K- BOK INSISTS THAT 
He FEELS FINE. 
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NoT QUITE WHAT YOU THINK.| | PASSENGER |S UNDER 


Jo I$ To KEEP IT FED 


THE CREW IS ON ITS OWN, 


Timathy, Rler Hugo Stanley 
CABIN (Boy. 

THIS SPUNKY LAD.TUST WANTS 
TO SEE THE WORLD. A FEW 


by Phil Foglio 


THADBROYTON KORNWEASLE TIT 


THE lla pened tra 
KEN IMPRESSION THAT HE 


HE'S STILL ON BOARD IS 
THAT HE'S FILTHY RICH AND 
A GREAT TIPPER. 


‘SNAPPER’ MeFIPT 


SHIPMAN. YOU KNOW HOw WHEN 


o 
Two of the most successful science fiction _ A 
franchises in history combine to make Aliens Predato: 
a customizable card game of epic proportions. You » 4 


choose who will conquer: Aliens, Marines, or Predator if 
ee 
zr 


+ Aliens Predator was recent 
voted “Game We’d Most Like 
to See” by InQuest magazine. 


+ Tremendous anticipation for Allie 
Resurrection™, coming from a 
Century Fox in September, 1997. Ta 
Y 
+ Military strategy game in a far 
future world, for two or more playé 


+ Each species has a unique vici 
condition, for added strategy. All, ® 
cards feature authorized — 2 
Peeewing images from the renowned 
Ree i Alien and Predator film 
ay s »? 
|» 60-card starter sets, Be 
$8.95, individualized La 
for Aliens, Marines, 
and Predators. 


+ 12-unit counter 
display, $107.40, contains 
four starter decks for 
each species. 


+ Booster packs of 15 cards, $2.95, in 
36-unit counter displays, $106.20. 


design ©1997, Precedence, Inc. All images from 
Alien and Predator used by permission of 20th 


a 
The Aliens Predator Customizable Card ‘ 
Game was developed by Precedence, Inc. Game y 
Century Fox, ©1997. 
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TEACH CHEWBACCA HOW TO USE THE FORCE 
INSTEAD OF HIS BICEPS 


PULL THE PLUG ON THE EMPEROR’S HOLOGRAM GIVE VADER SOMETHING TO THINK ABOUT 


IN HIS MEDITATION CHAMBER 


SEND SOMEONE A MYNOCK 
THEY MAKE GREAT GIFTS 


Y CHI N WITH AN AST 


ARM YODA WITH A CONCUSSION GRENADE ate 


TO PAY LUKE A VISIT 


GIVE A SPACE SLUG INDIGESTION 


SETTLE A DISAGREEMENT 
WITH A HIGH-YIELD PROTON BOMB 


FACE YOUR FEARS TRY YODA'S STEW 
WITH A BLASTER CARBINE IT CONTAINS 8 ESSENTIAL SNAKES AND VARMINTS 


IF IT's IN YouR HEAD 


DAGOBAH ™ 


DEC eee 


The Art of Great Games® www.decipher.com 


TM & © 1997 Lucasfilm Ltd. Alll rights reserved. Used under authorization by Decipher Inc. TM, ® & © 1997 Decipher Inc. All rights reserved. Decipher Inc. Box 56, Norfolk, VA 23501. 
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Play variants from the 
Duelist \nvitational. 


28 MAGIC RULINGS 
& ERRATA 
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36 TOURNAMENT NEWS 
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Duelist Picks 


oon the good ship Weatherlight will take to the sky, bringing danger 


and glory to its crew, and a whole bushel of wicked new cards to play- 


ers. For the advance word on what works best, we once again turn to 


Our own R&D department. Batten down the hatches, because in the 


Weatherlight saga, the sky is the limit and the graveyard is not a “final” 


resting place. 


Merfolk Traders and 
Animate Dead 

One of Weatherlight’s 
main features is grave- 
yard manipulation. 
One big problem 
with such “reanima- 
tor” decks in 
the past has 
been getting 
cards into your 
graveyard 
quickly, without 
losing card advan- 
tage. Merfolk 
Traders gives you a 
way around that. 
When the 1 @ Traders comes 
into play, you are obliged to 
draw a card, then choose and 
discard a card from your hand. 
Choose your biggest creature, 
enchant it out of the graveyard 
with Animate Dead for 1, 
and you have an early-game 
powerhouse for a fraction of 
the mana it would take to cast 
normally. 


Southern Paladin and 
Sleight of Mind 

Have gun, will travel. You can 
hire the Southern Paladin (a 
rare 3/3 creature) for 2% %#, 
and for an additional ##, tap 


it to destroy any 
red perma- 
nent. Not 
playing against 
a red deck or 
simply want 
more bang for 
your buck? Use 
Sleight of Mind 
(change all the 
mentions of one color 
to another on target 
spell or permanent 
for a mere @) to 
focus the Paladin’s 
sights on your 
opponent's primary color and 
start blasting away. 


Pendrell Mists and 
Armageddon 

Creatureless decks and/or arti- 
fact mana just became a bit 
more terrifying. 
Armageddon’s 
global land 
destruction stops 
cold any deck that 
isn’t prepared for 
it. And with the 
enchantment Pen- 
drell Mists in play 
(each creature gains 
an upkeep of 1), 
Armageddon becomes 
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the first half of a truly lethal 
one-two combination. Blow up 
every land on the table, then 
watch the creatures’ mad rush 
to the graveyard as your oppo- 
nent tries to scrape up enough 
mana to keep them in play. 


Tolarian Entrancer and Lure 
Lure’s ability to force all avail- 
able blockers into action has 
always been a useful addition 
to creature decks. Now you can 
use it on Weatherlight's Tolarian 
Enchanter (gain control of any 
creature that blocks it), to turn 
an evenly matched creature 
stalemate into a one-sided 
slaughter. 


Buried Alive and Necratog 
Buried Alive allows you to put 
three creature cards 
from your library 
directly into your 
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graveyard for 2 #. Once 
there, you can 
do any number 
of things with 
them, but the 
nastiest involves 
Necratog. The 
newest member of 
the voracious Atog 
family, Necratog gets 
+2/+2 until end of 
turn for removing the 

top creature card in your 
graveyard from the game. 
After filling up on your three 
newly dead creatures, your 7/8 
Necratog will proceed to eat 
your opponent's lunch as well. 


Fallow Wurm and 

Harvest Wurm 

This combo plays Weatherlight 
card effects off one another so 
deftly, it’s like poetry. Fallow 
Wurm is an uncommon 4/4 
beastie for only 2, but it 
requires you to discard a land 


Dilelist 
Tricks 


JUST WING IT 
Although Phantom Wings ini- 
tially appears to be only a 
souped-up Flight, the Wings’ 

1 ¢ also offers the opportu- 
nity to sacrifice it to return 
the enchanted creature to its 
owner’s hand...effectively 
unsummoning the creature 
when it best suits you to do 
so. So use it to save your own 
creature from destruction, or, 
on the offensive side, use it 
to unsummon your oppo- 
nent’s creatures. 


SPHERE OF 

INFLUENCE 

Chimeric Sphere only costs 
3 and can become either a 
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Weatherlight 


Wurm, a com- 
mon 3/2 creature 
for only 1, requires you 
to return a basic land from 
your graveyard to your hand. 
Five mana, two good crea- 
tures, no ill effects. This one’s 
a keeper. 


Dwarven Thaumaturgist 
and Shrink 

An aggressive green/red deck 
can be really tough on 
your opponent’s crea- 
tures, and Weatherlight 
does its share with this lit- 
tle gem. Shrink costs a 
mere # and takes target 
creature down —5/-0. 


2/1 flyer or a 3/2 non-flyer 
for 2 .So how do you make a 
3/2 flyer? Simple. First, make 
it a 2/1 flyer and declare your 
attack. Once your opponent 
has declared blockers, make 
it a 3/2 non-flyer. If your 
opponent did not assign a 
flying blocker, it is now too 
late, and your Sphere scores 
for 3 damage instead of 2. 
You can also use this trick on 
defense. 


NULL AND VOID 

Null Rod (players cannot play 
artifact abilities requiring an 
activation cost) really hurts 
those nasty Necrodecks, 
which routinely rely on 
Nevinyrral’s Disk to clear 
away an opponent’s strategy. 
And since your opponent 
can’t set a Disk off with the 
Null Rod in play, you will have 
effectively crippled a large 
part of Necro’s strategy. 


THE DUELIST 


| Weatherlight 
has taken, let 


restore: Harvest 


Coupled with the Thaumatur- 
gist’s ability to tap and switch 
a creature’s power and tough- 
ness, Shrink allows you to kill 
all but the biggest of your 
opponent's troops before 
damage is ever assigned. 


Dense Foliage and Skulking 
Ghost or Tar Pit Warrior 
Skulking Ghost and Tar Pit 
Warrior are great deals for the 
mana, but they tend to die if 
anyone even looks at them 
funny (if a spell or effect tar- 
gets either of them, they go to 
the graveyard). 
Add a Dense 
Foliage for 

2 so 


What’s more, the Disk is 
usually the only way the 
Necro player has to get rid of 
artifacts, so once it’s out, it 
will probably stay out. 


TRICK/ 
COUNTERTRICK 

Here’s one for you Necrodeck 
players. Infernal Tribute 

(®& & to cast, 2 to sacri- 
fice a card in play to draw a 
card) gets around the Null 
Rod trick mentioned above. 
When it’s necessary, you can 
sacrifice your Necro to your 
Infernal Tribute, get it off the 
table, and draw a card at the 
same time. This circumvents 
the Null Rod, since it lets you 
get rid of your Necro without 
setting off a Disk, but it 
doesn’t have the side benefit 
of getting rid of your oppo- 
nent’s creatures, artifacts, or 
enchantments. 


no creatures can be the target 
of spells, and your bashful 
creatures will do some serious 
bashing of their own. 


Nature’s Resurgence and 
Phyrexian Furnace 
Nature’s Resurgence is a 
2 @® sorcery that allows all 
players to draw a card for 
every creature in their grave- 
yard. With Phyrexian Furnace 
on your side (1 to cast, tap to 
remove the top card from tar- 
get player's graveyard from the 
game, sacrifice to remove tar- 
get card from player's 
graveyard), you can 
ensure card advantage 
while disrupting a reani- 
mator strategy your 
opponent may be 
running. 


Dingus 
Staff 
and Wrath 
of God 
Make your oppo- 
nent’s weenie horde 
bite the hand that cast 
it. For 4, Dingus Staff 
deals 2 damage to a crea- 
ture’s controller when that 
creature goes to the graveyard. 
Wrath of God (bury all crea- 
tures) makes sure they get 
there and turns a broad defen- 
sive stroke into a potentially 
game-ending play. 


Thran Forge and 

Shatter or Disenchant 
Thran Forge costs 3, and for 
2 more you can turn a normal 
creature into an artifact crea- 
ture and give it a +1/+0 boost. 
While it’s nice to throw a little 
support to your own creatures, 
it’s nicer still to Shatter or 
Disenchant your opponent's 
now-artifact creatures away 
before their newfound power 
can be put to use. 


“Duelist Picks & Tricks” was compiled by 
Scott McGough, with contributions from 


Mark Rosewater, Henry Stern, Mike Elliott, 
and William Jockusch. 


by Scott McGough 
and Terry Melia 


Hong Kon 
Hodgepodge 


he Duelist Invitational, brainchild of Duelist Editor-in-Chief 
F Mark Rosewater, was held in Hong Kong in mid-February. It 

pitted sixteen of the world’s best Magic players head-to- 
head in several different play environments. Overall, three Limited 
formats were used (“Limited Trash,” “Solomon Draft,” and “Booster 
Backdraft”), along with three Constructed formats (“Classic-New 
York,” “Classic Restricted-Highlander,” and “Standard”). Since the 
overall tournament results were covered in Duelist #17, we thought 
we'd detail how each of the various formats were tackled. 


LIMITED TRASH. It was the ultimate Limited environ- 
ment: each of the sixteen invitees was given the exact same set 
of ninety cards from which to build a deck, cards specially 
selected and assembled by Wizards R&D to be mediocre. 
Virtually none of these cards are ever used in successful tour- 
nament-level decks, especially not by any of Magic’s sixteen 
brightest stars. 

So how did the invitees deal with deck construction? 
Virginia’s Mike Long, who went undefeated in this format, 
smiled and said, “When you're in a moronic environment like 
this, you need to focus on the power cards and build your deck 
around them. You need to make a deck that is solid and consis- 
tent across the board: power creatures, control...win the game.” 

SOLOMON DRAFT. The Solomon Draft made use of 
one of the most time-honored and reliable methods of splitting 
something fairly: one person divides, the other person chooses. 
Invitational participants paired off, opened one booster each 
from Mirage, Visions, and Legends (forty-five cards total) and 
shuffled the cards together. Then one player looked at a batch 
of eight cards, divided them into two piles (of at least one card), 
and allowed his opponent to choose a pile. The players alter- 
nated choosing and dividing until all cards were gone. Once all 
the cards were drafted, the players constructed decks to play 
against their drafting partners. After one round, they repeated 
the process with a new opponent, shuffled their cards together, 
and redrafted. 

Canada's Eric Tam, who went 2-0 during this format, 
declared: “It’s key that you don't ‘out think’ yourself by trying 
too hard to trick your opponent when creating the piles.” 

BOOSTER BACKDRAFT. The Booster Backdraft 
format was an exercise in counter-intuition. The players were 
directed to sit in two groups of eight and pass freshly opened 
boosters from The Dark, Alliances, and Ice Age around the table 
(thirty-five cards in all). Instead of choosing the best cards and 
passing the pack on, however, the Backdraft required players to 
pick the worst cards. When they were finished, the idea was to 
have a card pool so meager and disharmonious that no one 
could win a game with it. 

We turned to Switzerland’s Alexander Blumke for tips on 


how to draft a whole lotta nothin’: “Unlike some of the other 


players, I didn’t try to go for the ‘creatureless’ draft.... My goal 
was to draft no ‘breakthrough’ cards—no creature removal, no 
flyers or landwalkers, no banding or regenerating creatures, and 
no combat surprise spells [like Giant Growth].” 

CLASSIC-NEW YORK. The Classic (Type I)-New 
York format provided a throwback, of sorts, for many of the 
skilled competitors. Reminiscent of the very first Pro Tour 
event (New York City, February 17-18, 1996), all decks were 
required to hold at least four cards—in either the player’s main 
deck or sideboard—from each of the following sets: Unlimited 
Edition (the second-ever edition of Magic: The Gathering), 
Arabian Nights, Antiquities, Legends, The Dark, Fallen Empires, 
Ice Age, Alliances, Mirage, and Visions. 

CLASSIC RESTRICTED-HIGHLANDER. The 
name of this format comes from the movie and television series 
whose catch phrase is “There can be only one.” Classic 
Restricted (Type 1.5) means that all cards on either the DCI’s 
Classic or Standard Banned Lists are banned in this environ- 
ment. “Highlander” also adds the proviso that all non-banned 
cards are further restricted to one per deck. So apart from basic 
lands, our Invitational players were only allowed to play with a 
single copy of any given card from the Classic-Restricted pool. 
The Highlander format is not DCI-sanctioned, but it is, in the 
words of DCI Director Jason Carl, “fun to play.” 

STANDARD. The following Magic sets were used in the 
Duelist Invitational’s Standard (Type II) format: Fourth Edition, 
Chronicles, Alliances, Mirage, and Visions. The big reminder: 
Since January 1, 1997, no Restricted List exists for the Standard 
format; therefore, all previously restricted cards are banned. 
With those rules in mind, all sixteen players went to battle. 
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Magic Rulings & Errata 


FIFTH EDITION 
CARDS 


1) 


2) 


3) 


28 


All the Fifth Edition cantrips say to 
draw a card at the beginning of the 
next turn rather than the next turn’s 
upkeep. Does this affect all the other 
cantrips as well? 

All cantrips now have errata to let 
players draw the card at the beginning 
of the appropriate turn, not at the 
beginning of the appropriate upkeep. 


Given that no effects have a default 
duration anymore, how long do the 
effects of Magical Hack and Sleight of 
Mind last? 

As errata, their effects are permanent. 


Does Anti-Magic Aura prevent abilities 
played as instants from targeting the 
enchanted creature? How about abili- 
ties played as sorceries? 

Yes. Anti-Magic Aura prevents 
enchantments, instants, and sorceries. 
This includes both spells of those 
types and abilities played as those 
types. It does not, however, pre= 

vent an inter- : 


rupt spell that 
is being 

played as an 
instant, 


4) 


What are some of the changes in the 
Fifth Edition versions of the cards? 
Cloak of Confusion can be played on 
any creature, not just creatures you 
control. Elkin Bottle buries the card if 
you don’t play it, rather than removing 
it from the game. Instill Energy allows 
the creature to ignore summoning 
sickness completely, not just for pur- 
poses of attacking. Island Sanctuary’s 
ability has an activation cost. Krovikan 
Sorcerer has two abilities rather than 
one inclusive ability. Sylvan Library's 
ability has an activation cost to match 
the ruling for how the card should 
work. 


GENERAL RULES 


5) 


The following rulings are meant to 
clarify the rulebook, and how the 
game in general works. 


Are “Summon Brothers” (of the 
Fire) and “Summon Sisters” (of the 
Flame) considered to be the same 
creature type? 
Yes. Both gender and plurality are 
ignored when comparing creature 
types. For example, “Sorcerer” and 
“Sorceress” are also the same 
creature type. 


6) | block with a creature 
that has an enchantment 
- that gives it first strike. | 
take 1 damage from 
an attacker during 
damage dealing, 
so | sacrifice the 
first-strike 
enchantment to 
Oath of Lim-Dal. Since 
my blocker no longer has 
first strike, does it get to 
deal combat damage again? 
No. Just before the dam- 
age-dealing steps, creatures 
are divided into two groups: 
those with first strike and 
those without. The creatures 
deal their damage during the 
step assigned to them at that 
time, even if they gain or lose 
first strike later. 


7) 


8) 


9) 


ASummary of Recent, 
Significant Rulings 


compiled by Tom Wylie 


| have Maro in play, and Wicked 
Reward is the only card in my hand. If 
| play Wicked Reward, can | sacrifice 
Maro to it or would Maro die from 
being a 0/0? The rulebook seems to 
say that Wicked Reward leaves my 
hand as soon as | decide to play it, 
before | would sacrifice Maro. 

When you play a spell, that spell is 
not considered to be in your hand for 
purposes of choosing targets, choos- 
ing sacrifices, and so on. For other 
purposes, it is actually in your hand, 
so Maro wouldn't die. 


I have Maro in play, and Infernal Har- 
vest is the only card in my hand. If | 
play Infernal Harvest for 2, does Maro 
die before the swamps get put into 
my hand? 

No. The swamps are put into your 
hand at the same time that Infernal 
Harvest leaves it, so there is no point 
at which your hand is empty. 


Can an effect redirect damage from 
a creature or player back onto that 
same creature or player? 

It’s not possible to redirect damage 
onto whatever it’s already being 
dealt to, but you can play spells or 
abilities that attempt to do so. For 
example, if you play Reflect Dam- 
age when your opponent plays 
Earthquake, the damage Earth- 
quake is dealing to your opponent 
can't be redirected to him or her, but 
the rest of the Earthquake damage 
will be successfully redirected. 


10) If | play Natural Balance when | have 


six or more lands, do | have to choose 
which lands I’m sacrificing as | play 
the spell, since I’m the one casting it? 
If an effect calls for a sacrifice, you 
don’t choose the sacrifice until that 
part of the effect is reached. It doesn't 
matter who played the spell or ability, 
nor who is supposed to make the sac- 
rifice. 


11) If a Zombie Mob phases in, do | 


process its “coming into play” ability 
again? 


Previously, when a permanent phased 
in, triggered coming-into-play abili- 
ties that would be relevant to that per- 
manent were ignored. However, the 
rule extends to a// coming-into-play 
abilities; for instance, Zombie Mob 
doesn’t reset its counters, Nevinyrral’s 
Disk doesn’t automatically come into 
play tapped, and Kismet doesn’t force 
permanents to phase in tapped. 


REVERSALS 


12) If there are multiple Chains of 


Mephistopheles in play and | have no 
cards in my hand, how many cards 
will | have to put into my grave- 
yard if I'm supposed to draw 

a card? 

One. The “milling” 
effect of the Chains 
replaces a card draw. 
Chains of Mephis- 
topheles can never 
make you mill more 
than one card per 
draw, regardless of 
how many Chains 
are in play because 
once you've milled 
one card, you have 
fulfilled the require- 
ment of drawing. 


13) When I sacrifice Safe Haven to return 


its creatures to play, do they all come 
into play at once? 

Yes. Unless the effect says otherwise, 
all effects that move cards from one 
place to another move them all at 
once. The exception to this is for 
drawing or discard effects. 


14) If | Fork a spell, when does the copy 


of the spell resolve? And what’s this 
mumbo-jumbo about being able to 
respond to the copy? 
Several complicated rulings about the 
resolution of Fork’s copy spell have 
been collectively repealed. The copy 
spell no longer begins a batch, which 
could then be built up normally. 
Instead, when Fork copies a spell, the 
copy takes effect immediately—during 
the resolution of Fork—even though 
it may have been an instant or sorcery 
that was copied. 

The same reversal applies to Word 
of Command: the card is simply 
played during the resolution of Word 


of Command. It doesn’t begin a batch, 
can't be responded to, and so on. 


15) Mana Flare’s ability triggers when the 


land is tapped for mana, but when 
does it resolve? 

Previously, abilities that caused a land 
to produce additional mana, such as 
Wild Growth’s or Mana Flare’s, trig- 
gered when the mana-producing abil- 
ity was played, and then modified the 
effect. However, now that mana 
sources exist, this ruling is no longer 
necessary. Instead, mana-increasing 
abilities simply trigger when the land 
is tapped for mana and resolve at the 
normal time. 


16) Can | change the color of 
a Kobolds of Kher Keep by 
using Sleight of Mind? 
Yes. Previously, when you 
edited a card’s definition of its 
color, it didn’t change the 
color, but that is no longer 
the case. Remember, 
though, that the errata for 
Fork eliminates the spe- 
cific reference to its own 
color, so there is no text on it 
‘to Sleight. 
However, the text on the multi- 
colored cards from The Dark may not 
be usefully Sleighted, as that text is 
considered to be reminder text. That 
text was only included because the 
rules for multicolored cards did not 
appear in the rulebook at that time. 


CARD RULINGS 


17) Do | consider damage that has been 


retroactively reversed (with Reverse 
Damage, for example) when putting 
counters on Discordant Spirit? 

No. 


18) Shouldn’t Stampeding Wildebeests’s 


upkeep ability target the green 
creature? 

Normally it would, but it wasn’t 
written as targeting the creature, 

and errata hasn't been issued to make 
it do so. 


19) Where does Takklemaggot go when it 


becomes a global enchantment? 

It goes into its controller's territory, 
just like all permanents that aren't 
local enchantments. 
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Single-Card Strategies 


CSIEFF FRANZMANN 


Msy chic 
MWortenx 


Waves of white-hot 
agony lanced through 
Canticle’s brain, and the 
tome fell to\the floor as 
he pounded at his tem- 
ples in.an effort to 
relieve the pressure. He 
had known the price of 
the wisdom he sought, 
but he was no longer 
sure he wished to pay it. 


Cumulative upkeep— Draw a card 
B At the end of each of your turns, 
sacrifice a land and discard your hand. 


sychic Vortex can be a powerful 

card-drawing tool, allowing you 

access to larger numbers of cards 
every turn. However, this benefit comes 
at great cost, as you lose these 
resources, plus a land, at the end of 
every turn. 

The best time to play the Vortex is 
either when you are low on cards or have 
an empty hand. The sacrifice of a few 
lands is a negligible cost, while discarding 
your hand means relatively little if you 
can cast a lot of cards before your turn 
ends. This makes the Vortex valuable in 
weenie decks, which contain lots of low- 
cost creatures. Even better, get rid of the 
Vortex with Nevinyrral’s Disk or Disen- 
chant before you have to discard. 

You can also make use of graveyard 
recycling tactics with Psychic Vortex. In a 
deck with Ashen Ghoul, Death Spark, 
Krovikan Horror, and Nether Shadow, Psy- 
chic Vortex’s discard cost is actually bene- 
ficial. As you draw more cards, you can 
discard your high-cost creatures, only to 
raise them from the dead with Animate 
Dead, Dance of the Dead, or Necromancy. 
Or you can use the graveyard creatures to 
feed to Necratog, dramatically increasing 
its power. 

Psychic Vortex has more complex uses 
as well. Combined with Ancestral Memo- 
ries, Brainstorm, Browse, or Mystical 
Tutor, you can use it to rapidly sift 
through your deck to set up a lock. Once 
the lock is in place, play Bazaar of Won- 
ders and the Vortex. The rest of your deck 
should contain cards that threaten your 
lock, even those of a color unusable in 
your deck. The rapid recycling nature of 
the Vortex ensures that these cards will 
go to the graveyard, and they’ll be coun- 
tered if your opponent tries to play any 
of them, thanks to the Bazaar. 
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Single-Card Strategies 


GDIJEFF FRANZMANN 


Les teak Weatie> 


Visions filtered through 
the Necromancer’s 
agonized mind: worlds 
where the taint of 
humanity had never 
taken hold.Amidst 
those worlds, Canticle 
got the briefest glance 
of something long 
thought lost, and with 
that glance came renewed hope. 


t first glance, Lotus Vale 

pies like fast mana. But 

nce you must sacrifice two 
untapped lands to bring it into 
play, and since your opponent isn’t 
going to want you to have access 
to three colored mana, it’s highly 
susceptible to land destruction 
early in the duel. So rather than 
looking at it as fast mana, consider 
its versatility. 

Lotus Vale can prove invaluable in 
a deck using Naked Singularity or 
Reality Twist, both of which change 
the colors that your lands normally 
produce. While your opponent 
struggles to cast his or her spells, 
the Vale gives you three of what- 
ever color mana you need. Tossing 
a Winter Orb into the mix also 
works to your advantage. Expand- 
ing on this theme, you can use the 
Vale to add an additional color to 
your deck without spreading your 
land types too thin. 

In a land-destruction/land-theft 
deck that uses Conquer or Orcish 
Squatters, you can sacrifice the 
stolen lands to bring your Lotus 
Vale into play. This gives you a sig- 
nificant mana advantage, elimi- 
nates the chance that your 
opponent can steal back lands, and 
costs you little. And if you’re forced 
to sacrifice your own lands to 
bring the Vale into play, you can 
always use Lodestone Bauble to 
bring them back. 
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time out, we concentrate on French Magic. France has long held a tradition of indepen- 


Welcome to the “International Report,” a new addition to the Magic Compendium, fea- 
turing Magic: The Gathering play, cards, and culture from around the world. This 
-~. dence from the English-speaking world. What’s Magic like in the land of Napoleon? 


rench Flavor. The French Fifth Edition cards look like the English 
cards, except for the flavor text. In the early translations, English poetry that 
was difficult to translate had been replaced by French quotes from the clas- 
sics. But it didn’t last. When the Revised cards came out and the classic literary text 
was replaced with Dominaria content, French players were outraged. Why remove 
solid French literature for some lightweight fantasy? 

According to translator Pierre Rosenthal, the new edition brings back a healthy 
dose of literary greats, enough to please the toughest culture-vulture. For instance, 
the English Bog Wraith flavor text talks about the bogs of Cannelbrae. Great, but 
where the heck is Cannelbrae and why should I care? The French Bog Wraith has a 
quote from Victor Hugo: “homme, fantéme errant, passe, sans laisser méme son 
ombre sur le mur!” which translates as “The roaming ghost passes men by, without 
even leaving a shadow on the wall.” Makes me feel smarter already. 

Victor “Mr. Hunchback” Hugo gets a lot of play in Fifth Edition, with more 
quotes than any other author. And the Hugo quotes are quality stuff. For instance, 
the Hugo quote on Fallen Angel is so cool, I’m surprised it got past the editor: 


_ Internat 
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“He has been falling into the abyss for 4,000 years, /Alone, and behind him, in the 
eternal nights, /the feathers of his wings were falling, slower and slower.” After all, 
as Rosenthal points out, “Satan is the first real fallen angel.” 

The French Hurricane is also just a little more attitudinal than the English ver- 
sion. In English, we get treated to a quote from Virgil, everyone’s favorite Latin 
author. In French, we get the real wrath-of-God stuff from the Old Testament, 
Psalms 83:15. “As fire consumes the forest, or a flame sets the mountains ablaze, 
so pursue them with your tempest, and terrify them with your storm.” Stick that 
in your deck, and watch your opponents driven before you. 

Banned Cards. Even in France, culture and flavor aren't everything. 

Pro Tour—Paris gave the world a chance to see how the French play. Not surpris- 
ingly, they put their own special spin on things. 

In the early days, some cards that have always been tournament legal in the U.S. 
were banned in France: Petra Sphinx, Sindbad, and Vexing Arcanix. Why were they 
banned? According to the French DCI representative, Marc Hernandez, “Those 
cards were banned a long time ago. We didn’t want players to play them, because 
they manipulated the first card of the library.” 

What's wrong with manipulating the first card? “It’s pretty easy to cheat with 
them,” said Hernandez, “and we have a lot of problems with cheating in France.” 
Apparently, though, concern over cheating has declined recently. The banned cards 
have all been reinstated as legal for Type I (Classic) play. 

If you find yourself in France with questions about rules, sanctioning, or tourna- 
ments, Wizards has a French customer service line: +33-1443-53-68-90. Please 


remember to say “Bonjour!” —Wolfgang Baur 
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Windy-City Qualifiers 
Your first crack at the 1997-98 Pro Tour happens at the Qualifier tournaments for 
Pro Tour—Chicago. 


To register, call the local tournament contact number. Winners of each Qualifier tournament go 
on to compete in the $150,000 Pro Tour—Chicago, October 10-12, 1997 
Show up, and blow the competition away. 


New amateur tournaments available at some locations. Call the local contact number for details. 


Format: Mirage™-Visions™ Constructed Deck 
Price: $17 advance registration, $20 onsite 


Call Wizards of the Coast® customer service at (206) 624-0933 or check our website at 
<http://www.wizards.com> for the latest details on Qualifiers near you. 


Columbus, OH 800-529-3976 9-Aug SaltLakeCity,UT 801-374-9058 Salt Lake City, UT 801-374-9058 Edison, NJ 800-852-2442 
Oklahoma City, OK 316-946-1055 9-Aug Seattle, WA 206-675-1608 Atlanta, GA 770-753-0030 Philadelphia, PA 800-852-2442 
Windsor, Ontario 519-258-1979 16-Aug Wichita, KS 316-946-1055 Oklahoma City, OK 316-946-1055 Pittsburgh, PA 800-852-2442 
San Diego, CA 714-444-4601 16-Aug Indianapolis, IN 317-578-3459 Chicago, IL 847-222-1994 Albugeruque, NM TBA 

Chicago, IL 847-222-1994 23-Aug Cincinatti, OH 800-529-3976 Los Angeles, CA 714-444-4601 Austin, TX 806-763-4054 
Mountain View, CA 415-947-0398 23-Aug Detroit, MI 519-258-1979 Seattle, WA 206-675-1608 Vancouver, BC 604-521-4471 
Houston, TX 713-680-1870 23-Aug Miami, FL 770-753-0030 Nashville, TN 615-446-6057 Honolulu, HI 808-596-8236 


Seattle, WA 206-675-1608 23-Aug Chicago, IL 847-222-1994 High Point, NC 910-889-9900 East Lansing, MI TBA 
Madison, WI 414-623-0244 23-Aug Mountain View, CA 415-947-0398 Anchorage, AK 907-274-4112 Toronto, Ontario 905-524-5725 
Montreal, Quebec 514-849-5696 23-Aug New Orleans, LA 713-680-1870 Washington, D.C 301-881-3531 Denver, CO TBA 
Lincoln, NE 402-434-5056 30-Aug Orlando, FL 770-753-0030 Minneapolis, MN — 612-938-8163 Sandusky, OH 330-922-4263 
Los Angeles, CA 714-444-4601 30-Aug Dallas, TX 316-946-1055 Boston, MA 617-666-5799 Las Vegas, NV TBA 

Akron, OH 330-922-4263 30-Aug St. Louis, MO 847-222-1994 Kansas City, KS 913-962-4263 

Lubbock, TX 806-763-4054 30-Aug Eugene, OR 541-726-5153 New York, NY 800-852-2442 
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Deck Clinic 


by Henry Stern and William Jockusch 


HENRY 


his month’s patient is a 
straight green creature 
deck. Several cards in 
the last two expansions 
help the straight green 
deck immensely, and this 
deck needs to take advantage 
of these cards while revising 
its supplementary spells. 
New Creatures. Several 
new green creatures have 
more than one purpose, mak- 
ing them excellent choices for 
green decks. River Boa from 
Visions is a great bargain at 
only 1®. Not only is it a 2/1 
regenerator, but it also has 
islandwalk. And don’t think 
of Visions’ Uktabi Orangutan 
as a 2/2 creature with a Shat- 
ter thrown in; instead, think 
of it as a Shatter with a 2/2 
creature as a bonus. Since 
most decks use artifacts of 
some kind, try to save the 
Orangutan until your oppo- 
nent puts an artifact in play. 
Jolrael’s Centaur from Mirage 
is excellent against opponents 
who depend on targeted 
spells for their creature 
defense—and it’s also a good 
attacker with flanking. Weath- 
erlight has added Llanowar 
Sentinel into the mix: when it 
comes into play, you can pay 
1 ® to search your library 
and put another Llanowar 
Sentinel into play. If you need 
it early, go ahead and play it, 
but if you can wait a few 
turns, try to throw out more 
than one at time. Arctic 
Wolves, also from Weath- 
erlight, is basically a Pyknite 
on steroids; it’s a 4/5 with 
cumulative upkeep: 2—big 
enough that your opponent 
will usually have to deal with 
it before you have to deal with 
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In this issue the deck doctors (with Magic R&D’s very own William Jockusch 
subbing for Mr. Catino) operate on a straight green deck from David Roy. 
Maybe your deck will get chosen for next issue’s “Deck Clinic.” Just send a list of 


what's in your deck, along with a brief description of it, to: Deck Clinic c/o 


‘CREATURES 


faces | Nature’s Lore 

| Birds of Paradise | Nevinyrral’s Disk 
4 Craw Wurm | The Rack 

_ 4 Erhnam Djinn 3 Stream of Life 
| Fyndhorn Elves 2 Tranquility 
~ J-Llanowar Elves 1 Untamed Wilds Sr 
' 2 Mishra’s Factory 4 Wild Growth 4 
2 Quirion Elves | Winter Blast 


1 Soldevi Simulacrum 


a huge upkeep cost, and you 
get to draw a card when it 
comes into play. 

Yavimaya Ants and Lhur- 
goyf are old favorites and 
work well in any heavy green 
deck. Likewise, Force of 
Nature is a heavy hitter—an 
8/8 trampler for only six 
mana. Yes, the upkeep is 
expensive, but with that 
much damage, you won't have 
to keep it around for very 
long. Finally, four Birds of 
Paradise (added because I 
sprinkled white in to the new 
deck) and four Llanowar 
Elves round out the creature 
base. 

New Spells. The original 
deck uses many spells that 
have no place in a well-tuned 
deck. Llanowar Elves, for 
example, is simply better than 
Wild Growth. Early in the 
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game the Elves ’provides the 
same mana boost that Wild 
Growth does, but later on it 
can attack or block, while the 
Wild Growth just sits there. 
Also, local enchantments are 
risky because your opponent 
can kill two cards with one 
spell. The Elves can be Incin- 
erated while the Wild 
Growth can't, but if your 
opponent is Incinerating your 
first-turn Elves, that’s one less 
Incinerate for your Yavimaya 
Ants or River Boa. 

Another spell that has no 
place in an attacking deck is 
Stream of Life. Many begin- 
ners love the idea of gaining 
life but eventually come to 
realize that you win a Magic 
duel by reducing your oppo- 
nent from 20 to 0 life. In an 
attacking deck, the quicker 
you accomplish that goal the 
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better. If you draw a Stream 
of Life, you may gain 5 or so 
life, but if that card had been 
a Hurricane, you could have 
dealt 5 more damage to your 
opponent. 

I also reduced the number 
of Giant Growths from four 
to one. Four is overkill in this 
kind of deck, but one can be 
quite helpful. Say you attack 
with a River Boa when your 
opponent has a Balduvian 
Horde in play. If your oppo- 
nent knows you play with 
Giant Growths, he or she 
may let your Boa through to 
avoid the risk of losing the 
Horde. 

By far the most interesting 
new spell for heavy creature 
decks is Nature’s Resurgence 
from Weatherlight (for a cast- 
ing cost of 2@@, each player 
draws a number of cards equal 
to the number of creature 
cards in his or her graveyard). 
Nature’s Resurgence effec- 
tively turns all of your crea- 
tures into cantrips, and since 
my doctored deck contains 
thirty creatures, you should 
always be drawing more cards 
than your opponent. 

A Splash of White. 
Although I would have liked 
to have kept the deck all 
green, there is one card that 
demands to be added to a 
deck like this: Armageddon. 
Without Armageddon 
(destroy all land in play), the 
deck is simply too one- 
dimensional. If your oppo- 
nent can get an upper hand 
on your creatures, you have 
nowhere to go, and Armaged- 
don gives you another dimen- 
sion to move into. A first-turn 
Llanowar Elves, second-turn 
River Boa, and third-turn 
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Armageddon will usually win 
you the game. Between the 
Birds of Paradise and Brush- 
lands, you have eight sources 
of white mana, so you should 
not have any problems playing 
a splash of white. 

Sideboard. The sideboard 
is rather straightforward. It 
needs Disenchants for annoy- 
ing enchantments or artifacts 
(Nevinyrral’s Disk and CoPs 
come to mind), and Creeping 
Mold for the same purpose 
(plus the Mold destroys land). 
Whirling Dervish is great 
against mono-black decks and 
red blaster decks. Finally, City 
of Solitude is the best green 
anti-blue spell that has ever 
been made. 


WILLIAM 


avid’s original deck tries 
to overrun its opponent 
with creatures while 
using spells to stay alive. 
Unfortunately, it has too 
many spells and not enough 
creatures for a deck of this 
type. The deck would be more 
effective if it focused more on 
the attack, keeping its oppo- 
nent too concerned about 
defense to attack much. 

New Creatures. With the 
advent of Weatherlight, 
straight green will become 
much more powerful. One 
way to build a strong green 
deck is to use a huge number 
of creatures and to include 
several cards that become 
more powerful with all those 
creatures. 

My version of the deck, like 
Henry’s, will be quick, as it 
contains twenty-two creatures 
with casting costs of three or 
less mana. In addition, most 
of the creatures have a sec- 
ondary purpose. Llanowar 
Elves provides early mana. 
River Boa is strong against 
blue with its islandwalk, but 
it’s also an all-around good 
creature. Artifacts (and espe- 
cially those nasty Nevinyrral’s 


Disks) are no problem with 
Uktabi Orangutan. Llanowar 
Sentinel is good in either the 
early game (its casting cost is 
only 2) or the late game 
(because you can put out sev- 
eral of them at once while 
only using up one card in your 
hand). Finally, Foratog can 
give you that game-ending 
punch by increasing its power 
and toughness. 

Mid to Late Game. If you 
don’t win early, the Lhurgoyfs 
are likely to be very strong 
since they grow with your 
graveyard, and the Striped 
Bears and Arctic Wolves help 
you get creatures into play 
while gaining card advantage 
(you get to draw a card when 
they come into play). The 
biggest card advantage, how- 
ever, comes from Nature’s 
Resurgence: if you don’t win 
early, you will probably have 
many creatures in your grave- 
yard while your opponent may 
not, as your deck doesn’t con- 
tain creature-kill spells. 

Of your other spells, Hur- 
ricane can clear the table of 
flyers (your only flyers are 
Scryb Sprites) and can also 
be used to end the game. 
Winter Blast is another 
potential game-ending card 
that helps deal with flying 
creatures. Feral Instinct and 
Giant Growth can be used in 
crucial creature combat situa- 
tions, Tranquility deals with 
annoying enchantments, and 
Creeping Mold gets rid of 
whatever card in play (other 
than creatures) is causing you 
the most trouble. 

Sideboard. In a tourna- 
ment match, your opponent is 
likely to sideboard out his or 
her artifact destruction after 
the first game. At this point, 
you can sideboard in Winter 
Orbs, Skull Catapult, and 
Dragon Mask, all of which 
work well with your fast crea- 
tures. The other sideboard 
cards are for dealing with 


various deck types. City of 
Solitude and Tsunami are 
major annoyances to blue 
decks. Lifeforce hurts black 
decks, and Tranquility affects 
decks that depend on 
enchantments. Hurricane is a 
must against flying decks. You 
can add the fourth Nature’s 
Resurgence if you're playing 
against a deck with a small 
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number of creatures. Null Rod 
puts a stop to artifact mana 
and to Nevinyrral’s Disk, and 
Phyrexian Furnace works 
against decks that make heavy 
use of their graveyards. 


Henry Stern is a former engineer and 
Pro Tour player, and William Jockusch 
is a former mathematician. They both 
decided to become deck doctors when 
they realized how rewarding it could 
be to help the world. 
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Mike Long Wins Pro Tour—Paris 


Amsterdam Hosts 
Inaugural Grand Prix 


hree weeks before the first 
European Pro Tour event (Paris) 
took place, 331 continental 
competitors fought for the right 
to attend it in the first European 
Grand Prix (Amsterdam, March 
22-23). Grand Prix-Amsterdam 
offered not only $10,000 in prize 
money to be split among the Top 32 


t Pro Tour—Paris, Mike Long out- 
dueled the best of them. A total of 
223 Master-division players con- 
verged on Le Cirque d’Hiver- 
Bouglione in Paris April 
11-13 to compete in the first- 
ever Pro Tour abroad. In the 
end, however, it was Long, a 
twenty-one-year-old history 
major at James Madison University 

in Virginia, who took home the $26,000 
first-place prize. 


player, was never at a loss for words or 
strategy as he battled his way to the finals 
using a “Prosperous-Bloom” deck. Accord- 
ing to Long, the opportunity to com- 
pete overseas is what inspired him 

to play his best Magic yet. 

“We seem to get this massive 

ego among the Americans,” says 
Long, “and then we wonder why 
we haven't won a Pro Tour since 
whenever [Long Beach, May ’96]. Well, 
I'll tell you why; it’s because they have 
these guys overseas who are held down, 
who aren't able to make it to the Pro Tours 
[not enough Qualifiers, says Long], but 
when they do, they come out fired up. 
These guys are tough.” 


v 


finishers, but also invitations to Pro 
Tour-Paris for the Top 8. Unique in 


its location and its format—as well as 


The Mirage-Visions Constructed tour- 
nament boasted a $150,000 cash purse. 
Players battled through six ninety-minute its relaxed atmosphere in the face of 
top-level competition—Amsterdam 
marked the successful introduction of 
organized play in Europe. 

Despite the hostile mix of many of 
the quarterfinalists’ decks, there was 
an overall lighter edge to Grand 
Prix—Amsterdam. Players, judges, and 
staff were just as focused as they are at 


rounds of Swiss-style pairings to whittle 
the field to 64. Players then dueled 
through six more rounds that narrowed 
the field to eight. 


Long, a fast talker and even faster 


The Merchant Team 
Challenge 


ake the most of your Pro Tour 

experience through the Merchant 

Team Challenge! The top team in 
the Challenge will win valuable prizes 
(including a display box of Antiquities), and 
the sponsoring retail store will receive 
other exclusive Pro Tour merchandise. 


For more information, including com- 
plete decklists of the Top 8 players, see 
—Terry Melia 


The Duelist Sideboard #7 


any Pro Tour event, but the ambient 
stress of competing at such a high 


level was simply not there. After 
reaching their penultimate goal as 
competitors, finalists Emmanuel Ver- 
nay and David Nott (both from 
France) agreed to split the first- and 
second-place prize money and leave 


TEAM CRIUS RULES: Tom Biair, Larry Janiec, Sven 
Myrin, Jason Molek, and Greg Dube 


the point totals of the Top 3 will count 
toward determining the final standings. 
Points will be awarded to players who 


finish in the Top 8 of each tournament. any ego- or reputation-building for 
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Getting involved in the Merchant Team 
Challenge is simple. Arrange to represent 
your favorite game store in over twenty of 
the open events that take place during the 
Pro Tour weekend. You and the other play- 
ers from your store (your “team”) accumu- 
late points by finishing at the top in select 
open events. At the end of the weekend, the 
team with the most points wins, and spe- 
cial prizes are awarded to the Top 3 players 
on the top two teams. 

Players are required to register at the 
beginning of the Pro Tour weekend and will 
receive a list of all eligible tournaments for 
the Merchant Team Challenge. Players are 
welcome to participate in an unlimited 
number of the following formats: Limited 
(Sealed Deck), Classic (Type 1), and Standard 
(Type Il) tournaments, plus other variants. 
There is no limit to the number of players 
that comprise a team, but remember, only 
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The Top 2 in each tournament receive three 
Merchant Team Challenge (MTC) points, 
the third- and fourth-place finishers each 
receive two MTC points, and the fifth- 
through eighth-place finishers each receive 
one MTC point. At the end of the weekend, 
the sum of the scores of the Top 3 players 
on each team are tallied, thus determining 
the winner. 

The first-ever Merchant Team Challenge, 
held during Pro Tour-LA in early March, was 
a big success. A total of twenty-five teams 
participated in more than fifty open tour- 
naments. But in the end, Team Crius, spon- 
sored by Crius Unlimited in San Marcos, 
California, was the winning crew, with 
“Team Hardcastle” (Jerry Guardino, Josh 
Eustace, Jeremy Brower, Marc Arce, Jacob 
Stirler, and James Collins), sponsored by 
Hardcastle Cards and Games in Tucson, 
Arizona, finishing second. 


Paris itself. Tournament officials 
insisted that the players determine 


who the Grand Prix champion would 
be, however, so both players agreed to 
a “best-of-one” finals. 
Vernay overwhelmed 


Nott with direct 


damage in under five 
minutes, and the two 
went off to enjoy an 

evening in Amsterdam. 


Wizards will be sponsoring an 


entire series of Grand Prix events 
throughout Europe, Asia, and the 
Americas to give the best players in 


the world a chance to earn a Pro Tour 
slot. If Amsterdam was any indication 


there is no better way for a player to 
simultaneously prepare and qualify for 


the show. 


—Scott McGough 
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In the near future, mankind has conquered dimensional travel but 
the door we have opened swings both ways. The peaceful city you 
have grown up in has become a haven for dark creatures from 
another world— Demons! Now it’s up to you and your friends to 
harness the hidden power within you by entering the fantasy 
game known as Persona. 


You awaken with incredible abilities that you will need to defeat 
the scores of Demon invaders and cleanse the land of their forces. 
Converse with them before doing battle to determine your best 
course of action. Fight them or enlist their aid in your mission. 
Either way, you are set for the fantasy adventure of a lifetime! 


SPECIAL FEATURES 


* Based on the ultra-popular, mega-hit, Megami 
Tensi serié$ in Japan: first time to hit US shores 


* 100+ hours.of pulse pounding gameplay 
eos ‘\ ; 
* Over 300 different monsters to do battle with 


Morph any member of your party into a oe 
more powerful “Persona” 


* Fight your way to one of many endings#®** 
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1996 Atlus Co., LTD. Persona, Revelati ies are trademarks of Atlus Co.. LTD. All Rights Reserved. PlayStation, the PlayStation logo. and the PS logo are trademarks of Sony Computer Entertainment Inc 
Call 1-800-771-3772 for Game Rating Information. 
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ew card sets released 
during the first couple 
weeks of a month will 
rotate into the Stan- 
dard (Type II) environ- 
ment on the first day of the 
month following their retail 
release dates. A card set 
released during the last couple 


weeks of a month will rotate 
into the environment on the 
first day of the second month 
following its retail release 
date. Therefore, card sets will 
always enter the environment 
on the first day of the month. 
This will standardize the 
rotation dates for player con- 
venience. Prerelease tourna- 
ments will still operate under 
the current procedure. 

1) When new editions of 
the basic set rotate into the 
environment, replacing the 
previous basic set, modifica- 
tions and changes in rules and 
wordings between editions 
will transfer completely, and 
not run concurrently. 

2) Expansion sets will 
rotate into the environment 
on the first day of the month 
following their retail release 
dates (see above). However, 
they will rotate out in “stand- 
alone blocks.” A given stand- 
alone set and its 
expansions—essentially a year 
of Magic expansions, starting 
with the stand-alone set-— 
will rotate out at the time of 
the new stand-alone release, 
thus beginning a new “block.” 

Example: Ice Age and Home- 
lands will re-enter the Stan- 
dard environment. Along 
with Alliances, they will 
remain in Standard until the 
release of Tempest in the fall 
of 97 

Example: Mirage, a stand- 
alone set, rotated into the 
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> (continued) 


tournament environ- 
ment and began a 
“stand-alone block.” 
Visions and Weath- 
erlight are Mirage 
expansions, and are 
therefore part of this 
block. Mirage, Visions, 
and Weatherlight will 
rotate out of the tour- 


nament environment 
together when the 
1998 stand-alone 


change the definition of the sanctioned 
Classic-Restricted (Type:l.5) environment. 
We kept several goals in mind when restruc- 


turing the format: 


* Card availability: We feel the environ- * as part of 
ment should include the maximum possible 


playable card sets. 


+ Affordability: We would like to limit : 


in order to make a competitive Classic- 
Restricted deck. Many legal cards in Classic 


expansion is released. 

DCI will sanction 
only two Standard 
tournament formats 
other than the main 
type (currently, there 
are several). These 
types are stand-alone 
formats, defined as 
follows: 


The format begins 


with a stand-alone set, 


and adds each of the 


stand-alone’s expan- 


sions as they become 
legal in Standard. A 
stand-alone format 
drops out of the Stan- 
dard environment 
when the sets involved 
drop out of Standard. 
Two stand-alone sets 
will exist in the Stan- 
dard environment at 
any one time. For 
instance, the Ice Age- 
Homelands-Alliances 
stand-alone format 


~ DCI Classic-Restricted 
‘Tournament Modification id 


Effective July 1, 1997: Due to the over- 
whelming response Wizards of the Coast 
* or otherwise. 


Del Standard Tournament Modification: :jeccive july 1, 1997 


will leave the environ- 
ment when Tempest is 
released. Then the 
Tempest stand-alone 
environment and the 
Mirage-Visions- 
Weatherlight stand- 
alone environment 
will both exist in 
Standard until 
Mirage-Visions- 
Weatherlight is 
replaced by the 1998 
stand-alone set. 


; Antiquities, and Legends) are ban ed unless 
* they are reprinted in a legal set, limited 

has received regarding players being unable = 
to use their older cards, DCI has decided to 


3) All cards from editions of the basic set 


prior to Revised Edition (Alpha, Beta, and 
Unlimited) are banned unless they are 
reprinted in a legal set, limited or otherwise. 


4) Cards that have never been released 


tebe, 


* permitted. 
5) The following list of cards are excep- 
the amount of money players have to spend : tions to the above and are banned from 


Restricted are expensive in the secon 


market and, for — this | 
access to the format. 


ion set, except through 
books or other promotional means, are 


> sanctioned Classic-Restricted play: Ante 

* cards from any set; Braingeyser, Demonic 
‘Tutor, Fastbond, Juggernaut, Kird Ape, 
Regrowth, Serendib Djinn, Sol Ring, Wheel of 
+ Fortune (all from Revised); Balance, Black Vise, 


+ Simple definition: We believe the envi- : Channel, Ivory Tower, Mind Twist, Strip Mine 
ronment should be easy to identify and have ‘ 


no cumbersome list of banned cards. 
In order to achieve these goals, the new 
ic—Restricted is as follows: 


definition of € 
1) Class’ 


Restricted List, only a Banned List. Players 
may include up to four of any legal card in 
their decks, and an unlimited amount of 


basic land. 


2) All cards from limited-edition expan- 
sions prior to The Dark (Arabian Nights, 


no longer has a 


Peete eweees 


= Mana C 


: (all from Fourth Edition); Maze of Ith (from 
: The Dark); Zuran Orb (from Ice Age); and 
rypt (promotional card). 


When a stand-alone block rotates out of 


the Standard environment, it becomes a 
sanctioned Classic-Restricted format. Ice Age- 
Homelands-Alliances will immediately be sanc- 
+ tioned as a Classic-Restricted format, once 


+ Tempest is legal for Standard play, since those 


+ sets will no longer be permitted in sanc- 
; tioned Standard tournaments. —Jason Carl 
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It’s true, some things never change. Like the fact that Legend of the Five Rings has no 
broken, banned or restricted cards. Every card made for the game is tournament 
legal. And that's important, because you'll want to be able to use the 
full range of card options when you build decks for our upcoming 
Nationwide Professional Tournaments. That’s Legend of the 
Five Rings, the game you can play with all your cards. 
New players will enjoy learning the game with their first 
Starter — the game is 
playable right out of the box. 


Explore the magic, Legend of the Five Rings™. 


FIVE RINGS 


“PUBLISHING GROUP INC. Customer Service: 1-888-457-4647¢ www.frpg.com 


Legend of the Five Rings and Obsidian Edition © & TM 1997 Five Rings Publishing Group, Inc. All Rights Reserved. 
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CONTENT RATED BY 
ESRB 


Meticulous turn-based combat system 
* lets you target specific body parts to 
wound, cripple, or kill as you see fit. 


z —— J — 
16, China attacks Alaska over 


. 


* drops of oil in the world. 

force, but it will be ten years 
mx. In a desperate maneuver, Over 50 mini-quests with multiple 
@reishboring countries in 


- Solutions take you through devastated 
p-ling resources. The wastelands such as Rad Scorpion dens, — 
> Wided by late 2076. Junktown, and the Brotherhood of Steel. 
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ions. All rights reserved. Fallout, MacPlay and Interplay 
Baprtess hirers stabi AU rights reserved. Windows 95 
isa registered trademark of Micrasrt Corporation. Al rights reserved 
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Your creatures are unaffecte 


by summoning sicknes 
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ally from the Weatherlight saga. 
oversized cards for Magic™. 


* 
} Wizaros oF tHe Coast, Magic: The Gathering, Vanguard, Weatherlight, and Arena are trademarks of Wizards of the Coast, Inc. IAG I Cc 


OF THE COAST Illus. by Pete Venters. ©1997 Wizards of the Coast, Inc. The Gathering 
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STRAIGHT FROM THE START 


by Melody Alder 


The PerfectHook  — 


Portal: for Reluctant Magic Players 


This article is for anyone who 
has tried to get someone 
interested in Magic—and 
failed. Well, failed is a harsh 
word but let’s face it, many 
people are turned off by 
Magic’s complexities because 
they don’t understand them 
right away. Perhaps you’ve 
heard such excuses as, “It’s too 
hard to learn,” “There are too 
many rules,” or “I'll never be 
into it as much as you are.” 

So for all of you who have 
tried to teach a spouse, friend, 
parent, or child to play Magic, 
but just couldn’t get past their 
excuses, Portal is the game 


for you. 


eople like Magic for different rea- 

sons. Some like the original art- 

work, others are attracted to the 

collectability, and still others enjoy 

the unique game mechanics. And 
of course most players enjoy the game for 
all of these reasons. Portal doesn’t neglect 
any of these factors. Well-known artists 
such as Quinton Hoover, Dan Frazier, and 
DiTerlizzi provide stunning illustrations. 
The set has commons, uncommons, and 
rares for the collector. And Portal shares 
Magic’s game mechanics, only in a sim- 
pler format. Portal is Magic in a nutshell. 
It’s a way to teach your friends and loved 
ones to share in the fun of Magic. 

So here’s how you get that reluctant 
someone—let’s call him or her a student— 
to play Magic with you and actually enjoy 
doing it. 

Step One: Get a Portal Starter Set. It 
comes with everything you need to play: 


two ready-made decks, a booster pack 
(which includes a two-color strategy tip), 
two playmats, a rulebook, and a play 
guide. Later, you can always get more Por- 
tal booster packs to liven up your decks. 

Step Two: Read the rulebook on your 
own just to make sure you understand the 
slight differences between regular Magic 
and Portal. (It’s short, I swear!) Here you'll 
discover that there are only three types of 
Portal cards: land, summon creature, and 
sorcery (although several sorceries work 
like fast effects with directions on the card 
to explain when you should play them). At 
this point, don’t make your student read 
the rulebook; he or she will want to do 
that once you've laid the bait. 

Step Three: Go through the play guide 
with your student. The Portal decks are 
arranged in a specific order so that you 
learn to play by doing. For example, the 
play guide will tell you to “Play your 
plains. Take the card that says ‘plains’ from 
your hand and place it on the table...” and 
so on, until you've finished an actual 
game. Plus, you'll each have a playmat 
with helpful reminder tips on it that illus- 
trates where to place your cards. 

Step Four: Don't push too hard. Portal 
is designed to keep Magic basic. As 
tempting as it may be to explain that the 
sorcery called Mystic Denial is “kind of 
like an interrupt,” don’t do it—not yet at 
least. Make sure your student first under- 
stands the way Portal works and then you 
can take the play concepts further. 
Remember, you're simply laying the bait 
now, and you don’t want your student to 
give you those same old excuses for not 
learning to play. 

Step Five: Move on to more complex 
play. This may mean getting your hands 
on some Portal boosters and constructing 
your own decks, or it may mean playing 


standard Magic. 
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Portal includes 200 cards with which to 
make decks, so you should have no trouble 
getting your student excited about the vari- 
ety. You may want to construct two new 
decks and include cards that work as combi- 
nations. For example, you can make a deck 
that includes several Exhaustions (at the 
beginning of your opponent's next turn, he 
or she skips untapping creatures and lands) 
and Theft of Dreams (for each tapped crea- 
ture your opponent has in play, you draw a 
card). Your student will soon realize that cer- 
tain cards work well together. And you 
probably shouldn’t point out the combina- 
tion; let your student figure it out. After all, 
learning is most fun when you realize that 
you can make discoveries on your own. 

And that’s the point of Portal. It provides 
the basics of Magic and leaves the door open 
for further exploration. All you have to do is 
open that door and let the game do the rest. 


TOURNAMENT LEGAL? 

Some of you veteran Magic players may be 
wondering whether Portal cards are legal in 
DCl-sanctioned tournaments. The answer 
is yes—and no. Cards from Portal that are 
identical in name, casting cost, and rules text 
to other tournament-legal cards (like Arma- 
geddon and Grizzly Bears) are tournament 
legal. Essentially, you'd just be playing with a 
card that has different art. Other Portal cards 
will not be tournament legal, but who 
knows? A card like Porta/s Grave Digger 
may actually show up in a future Magic 
expansion. ¢ 
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Language 
Barrier 


Just so you don’t confuse 


your student, you should 
familiarize yourself with 


the Portal lingo. Below is 


a list of Magic terms 
that Portal players may 
not be familiar with. In 
many cases, Portal uses 
an alternate term that’s 
more descriptive or 
comprehensive. 


Block: intercept 


Graveyard: discard pile 


Permanent: any card 


that stays in play 
Power: offense 
Library: deck 
Target: any one 


Toughness: defense 


Melody Alder was finally able to teach her sister to play Magic by using 
Portal. The greatest reward was when her sister exclaimed, “So you're 


not weird. This game is fun!” 


, a 
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Card list 


For your convenience, we've listed Portal cards by color. Portal 

cards are printed in four rarities: land, common, uncommon, 

and rare. The projected average distribution for a Portal 

booster is two land, nine common, and one rare. Each booster 
also comes with a strategy card, which defines a two-color 
strategy. Seven cards in each booster relate to this strategy 
and have the following distribution: four common, one 
uncommon, and two land. The remaining cards consist of 
one rare, two uncommon and five common. Actual distribu- 

tion may vary. 


KEY: M@=Black @=Blue =Green = Red (J=White &=Land 

€ = Common U = Uncommon R = Rare L = Land 

CARD NAME TYPE ILLUSTRATOR RARITY 
@ 1. Arrogant Vampire Summon Creature Zina Saunders U 
® 2. Assassin's Blade Sorcery John Matson U 
@ 3. Bogimp Summon Creature Christopher Rush c 
@ 4. Bog Raiders Summon Creature Steve Luke c 
@ 5. Bog Wraith Summon Creature Ted Naifeh U 
® 6. Charging Bandits Summon Creature Dermot Power u 
7. Craven Knight Summon Creature Charles Gillespie c 
@ 8. Cruel Bargain Sorcery Adrian Smith R 
@ 9. Cruel Tutor Sorcery Kev Walker R 
@ 10. Dread Ted Naifeh R 
@ 11. Dread Reaper Summon Creature Christopher Rush R 
@ 12. Dry Spell Sorcery Roger Raupp U 
@ 13. Ebon Dragon Summon Creature Donato Giancola R 
@ 14. Endless Cockroaches Summon Creature Ron Spencer R 
@ 15. Feral Shadow Summon Creature Colin MacNeil c 
@ 16. Final Strike Sorcery John Coulthart R 
@ 17. Gravedigger Summon Creature Scott M. Fischer U 
@ 18. Handof Death (2ver)* Sorcery John Coulthart c 
@ 19. Howling Fury Sorcery Mike Dringenberg c 
@ 20. King's Assassin Summon Creature Zina Saunders R 
@ 21. Mercenary Knight Summon Creature Adrian Smith R 
@ 22. Mind Knives Sorcery Rebecca Guay c 
@ 23. Mind Rot Sorcery Steve Luke c 
@ 24. Muck Rats Summon Creature Colin MacNeil c 
@ 25. Nature's Ruin Mike U 
@ 26. Noxious Summon Creature Adrian Smith U 
® 27. Python Summon Creature Alan Rabinowitz c 
@ 28. Rain of Tears Sorcery Eric Peterson u 
@ 29. Raise Dead Sorcery Charles Gillespie c 
30. Serpent Assassin Summon Creature Roger Raupp R 
@ 31. Serpent Warrior Summon Creature Roger Raupp c 
@ 32. Skeletal Crocodile Summon Creature Mike Dringenberg c 
@ 33. Skeletal Snake Summon Creature John Matson c 
@ 34. Soul Shred Sorcery Alan Rabinowitz c 
@ 35. Undying Beast Summon Creature Steve Luke c 


ILLUSTRATION BY ADRIAN SMITH 
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*One version (identical art) has a “starter” rarity, which means that it has extra 
explanatory text and can only be found in the Portal starter set, not a booster pack. 
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S483 000%in prize money 


SUMMER 1997 


$3,000 INVITATIONAL TOURNAMENTS 
There will be four $3,000 Classic (Type 1) Invitational tournaments and four $3,000 Classic-Restricted (Type 1.5) Invitational tournaments. Invitations will be extended to play- 
ers with a DCI ‘ating of over 1700 in the respective rating category. (Ratings are based on the most recent announcement made at least our weeks teres sve event.) 


PRELIMINARY TOURNAMENTS 


Preliminary tournaments will precede each $3,000 Invitational and are open to all Magic: The Gathering” players. The Top 8 players will be eligible to compete in the corre- 
sponding Invitational tournament. 


$1,000 OPEN TOURNAMENTS 
There will be twelve $1,000 Classic (Type 1) and twelve $1,000 Classic-Restricted (Type 1.5) Open tournaments. These tournaments are open to all Magic players. 


FIND YOUR CITY, DIAL THE NUMBER, SHOW UP WITH YOUR BEST DECKS. IT's ]UST THAT BASY. 


$3,000 CLASSIC INVITATIONALS $1.000 CLASSIC OPENS $1,000 CLAssic- RESTRICTED OPENS 
Atlanta, GA (770) 753-0030 Little Rock, AR (501) 661-0870 City, IA (319) 338-0086 
Chicago, IL (847) 222-1994 San CA (714) 444-4601 Indianapolis, IN (317) 578-3459 
New York, NY (800) 852-2442 Denver, (303) 781-3895 Minneapolis, MN (612) 938-8163 
Dallas, TX (316) 946-1055 Orlando, FL. (770) 753-0030 Las Vegas, NV (702) 396-5978 
East Lansing, MI (517) 351-5811 Albuquerque, NM 
2 Lincoln, NE ( Cuyahoga Falls, OH (330) 922-4263 
$3.000 CLAssic-RestRICrED S$ , NY (315) 449-4060 Oklahoma City, OK (316) 946-1055 
INVITATIONALS Point, NC (910) 889-9900 Eugene, OR (541) 726-5153 
Los Angeles, CA (714) 444-4601 OH (800) 529-3976 Phi ia, PA (800) 852-2442 
Wriai ‘d San Francisco, CA (415) 947-0398 Salt Lake City, UT (801) 374-9058 Houston, TX (713) 680-1870 
Zardas Boston, MA (617) 666-5799 Seattle, WA (206) 204-5899 Richmond, VA (804) 961-6953 
OF THE COAST Toronto, Ontario (905) 524-5725 Washington, D.C. (301) 881-3531 Seattle, WA (206) 675-1608 


WIZAROS OF THE Coast, Magic: The Gathering, and DCI are trademarks of Wizards of the Coast, Inc. ©1997 Wizards of the Coast, Inc. 
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DECK 


Magic decks designed 2 ; 
around one specific card ld | 
combination are usually - 
destined to fail. Even if you he Browse-Digger deck is a “lock” 
put four of each of the deck, which means that once all the 
cards in the combination are in play, 
cards for the combination the opponent has little opportunity to 
in your deck, the odds of escape from the deck’s control. Browse- 
drawing both cards in time Digger speeds up card flow, making it more 
likely that you'll draw all the cards you need. It 
aren't high enough to make also employs an abundance of counterspells, 
the deck work consis- which protect you until your lock is established 
tently—and that’s assuming and keep your opponent from destroying part of 
shut see eee the combination. 
ee ee The goal of a Browse-Digger deck is to 
play once you have them Browse (2 @@: Look at the top five cards of 
there. In spite of this, some your library and put one of them into your hand. 
AO Remove the remaining four from the game.) 
Sear enatieny bared decks until the library is empty, picking up plenty of 
have actually survived on counterspells along the way, then to use Soldevi 
the tournament circuit, Digger (2: Put the top card of your graveyard 
on the bottom of your library.) to recycle one 
and one of these is the particular card over and over. 
Browse-Digger deck. 


DECK FOUNDATIONS 


You definitely want four Browses in the 
deck so you can play one by the time you 

can cast it. You can toss any extras you 
to) find while browsing or use them to 
@ pitch for a Force of Will. You don't, 
however, want four Soldevi Dig- 
gers, as you don't need one until 
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you've gone through your entire 
library. Most Browse-Digger 
decks include two, just to have a 
Pies $= backup in case of disaster, and 

A to avoid being forced to browse 
= | for the Digger instead of a 

wave needed counterspell. 

ns The Browse-Digger deck is 
= je part of the permission deck 
family, and its body is con- 
structed much the same as 


ILLUSTRATION BY PHIL FOGLIO 


any counterspell-based deck. 
The favorite counters for this 
deck are Counterspell, Force 


“When you’re hot, you’re hot!” 
Illustrator Phil Foglio insists that his 

f, reinterpretation of Browse does not mean he 

ai is apyromaniac. 


DECONSTRUCTION 


by Beth “BethMo” Moursund 


Lf 


G., 


of Will, and Arcane Denial. For 
permanents, Political Trickery is 
EN almost essential against decks 
using Kjeldoran Outpost; players 
who don’t put it in the main deck usu- 
ally keep some in the sideboard. In Classic (Type 
1) formats, players sometimes use Binding Grasp 
or Control Magic against large creature decks. 
Nearly all Browse-Digger decks supplement 
the blue core with either white or red, and a few 
use both. In either case, the second color supplies 
spells to destroy the opponent’s permanents. 
White provides Disenchant, Divine Offering, 
Wrath of God, and Pacifism (or Swords to Plow- 
shares in Classic formats). Red has Stone Rain, 
Shatter, and Incinerate, along with Lightning 
Bolt in Classic, and various X-cost damage spells. 
One blue/red variation we've seen includes 


~ 
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Mana Flares, which give you one extra mana for 
every land tapped. Browse-Digger decks are 
extremely mana hungry, so Mana Flare works 
quite nicely. 

Most Browse-Digger decks are creatureless. 
Some, though, use Walls as part of their anti- 
creature defense. Wall of Air is the most popular, 
since it has a low casting cost and can stop up to a 
4/4 flying creature. We've also seen a few decks 
that use Floodgate, occasionally with Vanishing 
thrown in; this provides a lovely combination if 
you get them together, and you can always put 
the Vanishing on an opponent's large creature. In 
Classic format, you can use Thunder Wall and 
Wall of Water for the same cost as Wall of Air. 

Finally, Browse-Digger decks require a lot of 
mana to get going. Once you get your Browse 
engine running, you'll be tossing all the excess 
land, so you don't need to worry too much about a 
land glut; go with a fairly high percentage. 
Thawing Glaciers is a godsend for this deck, 
since it gives you lots of land while further 
reducing the size of your library and letting you 
control your mana colors. Most three-color 
Browse-Digger decks just have one or two 
mountains for red and use Glaciers to pull one 
up when needed. If you're playing in Classic for- 
mat, add Strip Mine since it can produce mana 
and destroy an annoying land. 
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PLAYING THE DECK 
All variations of the Browse-Digger deck 
share the same core strategy. For the first 


lockit In 
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One of the most enter- part of the duel, play it exactly like a per- 
taining versions of the ee 
Browse-Digger deck mission deck. Keep two islands untapped 
we've encountered was whenever possible, even if you don’t have a 
P y 
cae wee counterspell in hand. Decide how harmful each 
team during the 1996 of your opponent's spells is before countering. 
World Championships. Ignore anything that won't directly threaten you 
or your strategy, or that you can take care of with 
2 Boomerang an anti-permanent spell once it starts becomin 
4 P P g 
Browse dangerous. 
2 Control Magic Be especially wary if your opponent has six 
4 Counterspell mana available and you haven't drawn your Dig- 
3 Force of Will ger yet. If your opponent can activate a Jester’s 
2 Homarid Spawning Bed Cap, your whole game plan is toast, as he or she 
2 Power Sink will be able to pull cards from your library. Other 
I Recall frequently used spells to look out for include 
2 Thunder Wall Armageddon and Jokulhaups. Winter Orb is also 
4 Wall of Air bad, but you can destroy it, if necessary. 
2 Wall of Wonder If you don’t actually have a counterspell in 
3 cy Manipulator hand, it is generally best to go ahead and cast 
th " Browse as soon as you can because the bluff factor 
sia isn’t worth the delay, especially if you have a Force 
pare one of Will and a blue card to tide you over. Other- 
2 Selden Digger wise, just use your best judgment as to whether 
| Zuran Orb your opponent is likely to do something awful in 
20 Island the turn you're tapped out. 
4 Strip Mine Once your Browse is in play, the party begins. 
4 Syvelunite Temple At the end of each of your opponent's turns, if 


you have enough mana left, acti- 
vate the Browse. Each use of 
Browse should give you either a 
counterspell or an anti-permanent 
spell. If you get enough land in 
play, you may be able to browse 
twice a turn. Meanwhile, your 


| Magical Hack opponent is still drawing only one card per turn, 
1 Unsummon and a good percentage of these will be land or 
| Word of Undoing other non-threatening cards. This inequity 


should soon put you in complete control of the 
game, able to counter or destroy anything your 
opponent plays. 

Grab a Soldevi Digger the first time one turns 
up unless you’re running out of counterspells, but 
don't cast it. Instead, wait to cast the Digger until 
your library is completely empty. (Remember that 
you can browse even if there are less than five 
cards left in your library; you take all the cards 
that are left, keep one, and remove the rest from 
the game.) By that time, you should have a hand 
full of counterspells—enough, you hope, to stop 
any counterspells or artifact-destruction spells 
that your opponent may have stored in his or her 
own hand. This is sometimes the most critical 
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point in the game, because if the 
Digger is countered or destroyed, 
you lose on your next turn. 

With the Digger in play and a 
few counterspells in hand, you have 
essentially won. In addition to keeping the 
Digger in your hand, ideally you will have held 
onto one card that you can cast many times to 
win. Each turn, you will play that card, then next 
turn use the Digger to return it to the bottom of 
your library right before you draw. As your library 
will be empty, you can draw it again next turn. 

What should you recycle? Some use Fireball or 
Incinerate and win by damage. Others recycle a 
Jester’s Cap and win when their opponent is 
forced to draw from an empty library. Some recycle 
a Stone Rain (or Strip Mine in Classic) to destroy 
all of an opponent's land. In Classic, you can recy- 
cle a Time Walk and never give your opponent 
another turn. One of the most amusing variations 
(see deck listing) recycles a Wall, feeding it to a 
Homarid Spawning Bed each turn and eventually 
winning with a swarm of Camarids. 

If your opponent casts something that you 
need to counter, take a turn off from recycling 
your game-winning card and recycle the counter- 
spell instead. Or, if you have sufficient mana, do 
both: dig the counterspell, then browse to get it 
back, then dig again for your regular draw. 

Remember to be careful to return the card to 
your library right before you draw, especially if 
your opponent has anything that can remove 
cards from your library. The way to safeguard 
yourself is to announce your draw, and then acti- 
vate the Digger in response to your draw. A lot of 
players don't realize this, but your draw is played 
as a zero-cost phase effect; you can do it in 
response to a spell or effect, and you can also use 
regular fast effects in response to it. Since it’s your 
turn, you have priority. By responding to your 
own draw, you make it impossible for your oppo- 
nent to sneak any spells or effects into the time 
between your card landing in your library and the 
time you draw it. 

If you weren't able to save a key card to recycle, 
you're still okay as long as you have plenty of 
mana. You'll just have to dig a little deeper to get 
to it. At the end of your opponent's turn, dig as 
many cards as you can afford and then browse. 
This allows you to throw away the top cards of 
your graveyard, eventually reaching whatever it 
was that you wanted to recycle. ® 


Beth Moursund has been an invaluable judge (and 
scout of emerging deck types) at many Pro Tour events. 
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Each 15-card booster pack introduces concept 
and images from the third season of The X-Filt 
television series to the collectible card game 
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A new basic set for Magic: 
The Gathering has just 
been released called Fifth 
Edition, and it promises to 
send yet another tremor 
through the Standard (Type 
I) tournament environment. 
As with other expansions, 
the full impact of Fifth Edition 
won’t be completely under- 
stood for several months. 
But even as | write this, days 
after its release, it is clear 
that the new basic set will 
have an enormous impact on 


Magic strategy. 


ENLIGHTENED TUTOR A 


by Robert Hahn | i 


The Post-Afth Edition 
Reconstruction Era 


very era has its leaders, and the pre- 
Fifth Edition era is no exception. But 
now several cards that dominated 
the Standard tournament scene are 
no more, at least until July 1. The 
removal of such cards from the basic set 
will have a serious impact on deck con- 
struction in the post-Fifth Edition era. 

Hypnotic Specter: No other creature 
has had a bigger impact on deck construc- 
tion than the “Hippy.” Along with Dark 
Ritual, it was possible to cast the Specter 
on turn one, and serious competitors 
found that they had to play with first-turn 
creature removal. Such strategies are now 
unnecessary. 

Speedy Creature Removal: The two 
most prevalent first-turn  creature-kill 
cards, Lightning Bolt and Swords to 
Plowshares, have also gone the way of the 
Specter. Without Lightning 

Bolt, fast creature removal 


won't be asy because red 


bu decks have lost 
Of : most efficient 


damage source. But 
even more dramatic is 

the loss of Swords to 
Plowshares. Simply put, 
bigger creatures are now 
harder to kill and even harder 

to remove from the game. Of 
course, Terror and Dark Banishing 
remain, but both suffer from sig- 
nificant drawbacks: higher cast- 
ing cost and limited target 
range. Big black creatures such 
as Derelor and Necrosavant 
promise to be the most dif- 
ficult to deal with, since 
they aren't affected by 
Terror and are difficult 


to kill with direct damage. Finally, the dis- 
appearance of Mishra’s Factory weakens 
some speed decks and strengthens a coun- 
terspell-based control deck. 


BUILDING NEW FOUNDATIONS 

Fifth Edition does not create new deck 
types, as there are no new cards in the mix, 
but it does change the balance of power 
among the dominant decks. Some decks 
gain power, not just because of cards 
rotated in, but also because of cards lost. 

Black Weenie: The black wee- 
nie deck has always been 
strong, and Fifth Edition 
makes it stronger 
still by adding 
Knight of Strom- 
gald to its arsenal, and 
by removing Lightning 
Bolt and Swords to Plowshares. Mirage 
and Visions gave black even more powerful 
weenies, such as Sewer Rats, Fallen 
Askari, and Skulking Ghost; plus Dark 
Ritual makes black the unquestionable 
champion of speed. Furthermore, with the 
shift to black as a primary color for crea- 
ture control (using Nekrataal, Terror, and 
Contagion), mono-black promises crea- 
ture removal on top of protection from 
enemy Nekrataals and Terrors. With two 
Bad Moons, many black weenies become 
impervious to Incinerate and Hammer of 
Bogardan. 

Furthermore, Necropotence is back 
from Ice Age and will be an important 
ingredient in black weenie decks. It forces 
an opponent who is reliant on burn for 
creature control to use up lots of cards to 
deal with the weenies, which creates even 
more card advantage. Anvil of Bogardan 
only provides protection against the per- 
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manent card-drawing aspect of 
Necropotence; it does nothing to 
stop a one-shot Necro-then-Disk 
or Necro-then-Forbidden Ritual 
approach. 

Sligh: The Sligh deck gains an 
incredible asset in “painlands” (the 
lands from Ice Age that produce two 
colors of mana but deal 1 damage when 
tapped for colored mana). It can now 


deal with anti-but fe bv 


[ee 


Y Circles of 
Protection and 
Honorable  Pas- 
sage without slowing 
the development of the 
mana curve by adding other colors. 
In addition, red still has Incinerate, 
Hammer of Bogardan, numerous X- 
spells, Fireblast, Guerrilla Tactics, and 
Death Spark. Plus its efficient small- to 
mid-range creature base was scarcely 
disturbed. 

The Sligh deck could take an inter- 
esting twist with a no-summoning 
sickness theme. With Bolt and Swords 
out, consider what’s left in instant 
speed removal: only Exile, Incinerate, 
Contagion, and possibly Pyrokinesis 
are likely to be main-deck defense. A 
Sligh deck can certainly use Suq’Ata 
Lancers, Ball Lightning, and Viashino 
Sandstalker at the three-mana range 
without suffering much loss of speed, 
and it can remove opposing blockers 
with its impressive array of burn spells. 

Green/White: Fifth Edition reduces 
the once dominant green/white crea- 


\\ture-Armageddon deck to the level of 


mediocrity. It loses its pinpoint creature 
removal in Swords to Plowshares, its 
most powerful flyer in Serra Angel, and 
its big-creature speed in Erhnam 
Djinn. Possible replacements for its 
combat troops all require a heavy com- 
mitment to playing green, which is 
probably the weakest color. Maro costs 
2.@® and has the Ivory Tower effect, 


Bull Elephant requires boomeranging 
forests, Nettletooth Djinn can kill its 
owner if Pacified, Stampeding Wilde- 
beests costs 2 and dictates playing 
with a heavy green creature base, and 
Uktabi Wildcats simply does not 
belong in a deck with Armageddon. 
All but two of these can be killed with a 
Fireblast or Pyrokinesis, and every sin- 
gle one curls up and dies when 
Nekrataal hits the table. 

If green/white is to survive, it will 
have to change into a defensive board- 
control deck using multiple Wrath of 
Gods and Armageddons. Wall of 
Roots may replace Llanowar Elves as 
creature mana, since pinpoint creature 
removal is difficult at best and Wall of 
Roots is extremely difficult to kill. 
Creatures will either be hard-to-kill 
smaller creatures such as Jolrael’s Cen- 
taur and River Boa (that can be cast 
after two or three Armageddons with 
alternative mana), or cards like Ivory 
Gargoyle, Blinking Spirit, and Kjeldo- 
ran Outpost. Only Maro and possibly 
Lhurgoyf, especially playing four 
Wrath of Gods, show any promise as 
big green hitters. 

White Weenie: The white weenie 
deck was seriously hurt by losing 
Swords to Plowshares, Savannah 
Lions, and Serra Angel. The strength 
of the white weenie deck, however, 
comes from protection: white boasts 
the largest number of creatures pro- 
tected from black and red—the two 
dominant creature-control colors in the 
post-Fifth environment. In addition, 
white can prevent all kinds of damage 
with Honorable Passage, Shadowbane, 
Scars of the Veteran, Greater Realm of 


Preservation, and CoPs. If both red and 
black become widespread, white wee- 
nie might be effective as a reverse 
metagame deck. It retains Wrath of 
God and Armageddon, and white is 
second only to black in targeted crea- 
ture removal with Reprisal, Afterlife, 
Pacifism, Spirit Link, and Retribution 
of the Meek. With Mishra’s Factory 
gone, Kjeldoran Outpost is the only 
way to create creatures that can't be 
counterspelled. 

Nonetheless, white has been weak- 
ened significantly. A red/black removal 
deck can deal with the color-protected 
white weenie deck by using red 
removal on creatures protected from 
black and black removal on creatures 
protected from red. With no large flyer 
except the unplayable Archangel, white 
weenie will also have enormous prob- 
lems with the flying blue deck. 

Blue/White Control: The blue/ 
white control deck has been dealt a 
blow with the removal of Swords to 
Plowshares and Control Magic. How- 
ever, Fifth Edition removes two of its 
greatest foes: Hypnotic Specter and 
Mishra’s Factory, which obviate the 
need for Swords to Plowshares to a 
large degree. Also, Fifth Edition does 
slow decks down—no Erhnam, no 
Lightning Bolt, no Stormseeker—and 
that bodes well for a control deck. On 
the other hand, Necropotence is back, 
the bane of all blue-white control 
decks, and speedy black weenie decks 
will once again become the biggest 
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problem for blue/white. 

While its losses were significant, blue/ 
white gains enormously with the return of 
the painlands, Svyelunite Temple, and 
even Jester’s Cap. With no necessity for 
first-turn creature kill, and a decreased 
likelihood of enchantments and artifacts 
that might pose a problem (such as 
Mishra’s Factory), a blue/white deck can 
easily put four Wraths and four Disks in 
the main deck. With the return of 
painlands, a basic blue/white deck can 
splash in green for Sylvan Library or black 
for Mind Warp. The rest of the deck, of 
course, will be devoted to the incredible 
number of counterspells available in post- 
Fifth Standard. Also, given the amount of 
discard in the post-Fifth environment, a 
blue/white deck would do well to play 
with some anti-discard measures, either 
in the main deck or sideboard. 

Red/Green Creature: Before Fifth 
Edition, many red/green decks 
splashed in green for Erhnam 
and Sylvan Library. Now, they 
should splash in black for Derelor 
and Stupor, and use green only as a 
minor third color for Sylvan Library and 
sideboard cards like City of Solitude. 

The only red/green deck that makes 
sense is the red/green speed-weenie-burn 
strategy. Such a deck might use River 
Boa, Elvish Archers, Llanowar Elves, 
Scryb Sprites, and Grizzly Bears, along 
with Giant Growth and the panoply of 
burn spells, to try to win in short order. 
Unfortunately, even this deck is too weak 
in comparison to other possible strategies 
to merit serious consideration. 


EMERGING DECK TYPES 

At this time, I believe there are four 
strategies that appear likely to become 
popular in the post-Fiffh environment: 
red/black removal, red/blue, Prosperous- 
Bloom, and big blue. 

Red/Black Removal: Red/black 
removal decks should be considered an 
elite threat. Red can deal with removing 
creatures, artifacts, and land, while black 
can kill almost every large creature likely 
to be seen in the post-Fifth Standard 
environment. None of its large red crea- 
tures can be Incinerated, and Ogre 
Enforcer must be killed by a single source. 
Red/black decks can also easily include a 
significant discard element with Stupor, 
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Coercion, and Mind Warp. And if things 
are going really poorly, it can reset the 
game with Jokulhaups. It can ally green 
easily enough to get City of Solitude or 
enchantment removal. Furthermore, you 
can sideboard Pyroblasts to help against 
countermagic, Gloom to deal with white 
weenie decks, Pyrokinesis to deal with 
weenie decks, Terror to deal with large 
creatures, and Shatterstorm to deal with 
artifact-heavy decks. Such flexibility and 
the overwhelming ability to deal with 
every threat on the table will make 

red/black a lethal combination. 

Red/Blue: Red/blue decks, cur- 
rently strong in the Standard 
environment, may become 
stronger still by supplement- 
ing massive countermagic with burn and 
the mother of all removal spells: Jokul- 
haups. Adding black to red/blue for 
Mind Warp or Coercion is par- 
ticularly easy since it’s allied 
with both colors. Red/blue is far 
more capable than blue/white in con- 
trolling the early weenie rush, and just as 
capable in countering threats in the mid 
and late game. Its offense can be aggres- 
sive with Frenetic Efreets in the early 
game, and phasing blue creatures such as 
Rainbow Efreet later; plus, phasers com- 
bined with Jokulhaups is the epitome of 
board control. 

Prosperous-Bloom: Prosperous-Bloom 
is the Turbo-Stasis of Visions. It combines 
black, green, and blue and puts together a 
devastating combination with Prosperity, 
Cadaverous Bloom, and Drain Life to kill 
its opponent in one turn. Squandered 
Resources, Vampiric Tutor, Infernal Con- 
tract, Natural Balance, Coercion, and City 
of Solitude support the combination. 

The Prosperous-Bloom deck works best 
in an environment that emphasizes speed 
over control. No matter how fast an oppo- 
nent may be in mounting an offense, once 
the machinery is set up—and it may be 
turn five or so—that is the turn this deck 
wins. If the majority of the field is black 
weenie, red/black removal, and white wee- 
nie, then Prosperous-Bloom will become 
fierce indeed. If, however, a large part of 
the environment emphasizes blue control, 
then it will have to make adjustments to 
push its Drain Life kill through. 

Blue: If I had to make a bet on what 
deck will become the most dominant 


Standard deck after Fifth Edition, it 
would have to be blue, either in the Mer- 
folk version or the big blue version. Its 
two greatest enemies, Hypnotic Specter 
and Mishra’s Factory, are no longer 
threats. With all of the color protection in 
Standard, there is still no significant crea- 
ture with protection from blue, and blue is 
the natural enemy of red, which promises 
to be dominant. The fact that it combines 
threats with countermagic makes it even 
more difficult to deal with. 

The Merfolk version of 


LF the deck is a momentum 


control deck. It doesn’t remove 
opponent's threats as much as it 
plays with timing and disrupts the 
opponent’s strategy to push its own 
offense through. Creatures like Man-o’- 
War and spells like Undo are ideal for the 
task, and although Control Magic is gone, 
Binding Grasp is an adequate replace- 
ment. Zur’s Weirding seals the game if 
you have a couple Merfolk on the table 
and counterspells in hand. 

Big blue, on the other hand, is a 
straightforward control deck, but with 
excellent offensive capabilities. It can eas- 
ily stop the early creature rush with Wall 
of Air, Man-o’-War, and Quicksand, then 
establish board control with Nevinyrral’s 
Disk (which it can protect with counter- 
spells) or large flying blockers such as 
Azure Drake, Waterspout Djinn, and 
Sibilant Spirit. Once control is estab- 
lished, typically by way of Browse, big 
blue can beat down its opponent with 
powerful flyers while protected behind a 
Wall of Air and countermagic. 


RECONSTRUCTION BEGINS 

Although Fifth Edition did not introduce 
any new cards, the post-Fi/#/ tournament 
environment will be significantly differ- 
ent. Writing this article was a truly diffi- 
cult task because Fifth Edition follows so 
closely on the heels of Visions and Mirage, 
two expansions that have also changed 
the face of Magic. Speed remains critical 
in Standard, particularly black speed. But 
overall, I believe Fifth Edition moves away 
from pure speed towards control, perhaps 
with some surprising results. &® 


Robert Hahn was able to take a break t from his law 
studies at New York University to write this debut 
Sor bis ongoing column. Unfortunately, he keeps 
Sorgetting to apply his wrinkle cream. 
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JOIN THE BANKS ) 

of the best outfitted Magic - 

players the Armed Services » j R y : mt ce ae ype 
has to offer. Enlist in the \ ; Onell EO. Fe 
Military League for Magic: 3 ; 
The Gathering . League membership A The akice Creceinad 


gives you an official ranking, so you : 
can see how you stand in your Exclusive sed 
service branch, or in the entire U.S. . Beier dl 
military. At the end of each season, the : 
ten top guns from each branch will receive 
prizes exclusive to the Military League. Once 
you register, you can duel other league players 
to increase your rank. Any time. Any place. 


Two Ice Age decks and 
other rare Ice Age cards 


Fallen Empires booster pack 
Put yourself in league with the best. 
Join the Military League. 


Homelands booster pack 


Wizards of the Coast Customer Service: 206-624-0933 * http://www.wizards.com * military@wizards.com 


Wicwaes oF rH Coast, Magic: The Gathering, Muir: Lixcut, The Duelist, The Ouelist Sideboard, Ice Age, Chronicles, Follen Empires, Fourth Edition, ond Homelands ore trademarks of Wizards of the Coost, Inc. ©1997 Wizords of the Const, Inc 


Complete Card Guide 
Fifth Edition Expansion Encyclopedia 


Official Strategy Guide 
Official Portal Guide 


Thunder's Mouth Press is proud to present four important new reference books on 
Magic The Gathering. Produced in association with Wizards of the Coast, and 
The Duelist, these books will provide all the information a player will need to 
build a better deck and play a stronger game. 


The Official Strategy 
Guide, written by Beth 
Moursund, Magic rules 
expert, Duelist contri- 
butor, and frequent judge 
at Magic events, is a 
manual that provides 
players with important 
tips on all facets of the 
game. Each chapter features color 
illustrations, making all tactics easy to follow. 
Experts and beginners alike will find the book 
a valuable guide for their growth as players. 


Official Saahiiny Guide 


The Fifth — Edition 
Expansion Encyclopedia 
picks up where the 
Complete Card Guide left 
off, covering every new 
card released since the 
middle of 1996, including 
cards from the Fifth 
Edition, Mirage and 
Visions. Each page includes reproductions of 
cards with information crucial for collectors: 
the rarity of the card in each set in which it 
appeared, the sets in which different versions 
of the card appears, the card's current errata 
and notes on the card's general function. 
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The Complete Card 
Guide is illustrated with 
all of the over 2000 
Magic cards released 
up to October 1996, 
including discontinued 
cards, promotional and 
specialty cards. You 
can learn how to 
identify cards and 
packaging from the different editions, find 
out how Magic cards are made, and get your 
first look at the relics from Magic's past. 


For the next generation of 
Magic players, The Official 
Portal Guide explains the 
rules to the Portal edition of 
Magic The Gathering, which, 
like the more than 200 new 
cards in the Portal set, have 
been simplified for easy 
learning. It features an 
overview of the set with reproductions of all 
the cards and hints on successful strategies 
for play and deck construction. 


Available at your local bookstores, or 
call 1-800-788-3123. 


Official Strategy Guide, $16.95, ISBN: 1-56025-149-2 
Complete Card Guide, $19.95, ISBN: 1-56025-140-9 

Fifth Edition Expansion Encyclopedia, $19.95, ISBN: 1-56025-150-6 
Official Portal Guide, $12.95, ISBN: 1-56025-152-2 
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A whole lot of 
zonin’ going on: 
The various 
places cards can 
be located are 
referred to as 
“zones.” The 
obvious zones 
are the hand, 
graveyard, and 
library. Addition- 
ally, all cards in 
play from both 


players are in one 
big zone. 


Cards in Motion 


his article will eliminate various excep- 
tions made in Magic rules pertaining to 
shuttling cards around and_ between 
zones. Eliminating these exceptions often 
leads to a reversal regarding how particu- 
lar cards interact. These general reversals 
will be noted as appropriate. 

The various places where cards can be are 
referred to as “zones,” such as the hand, graveyard, 
and so on. Each player’s library, for example, makes 
up a separate zone. All cards in play from both play- 
ers are in one big zone. This distinction is made 
because we feel it better models the typical player's 
intuition about how the game is laid out, and 
because it makes other rules simpler to explicate. 

Different spells and abilities move one or more 
cards from one zone to another as a result of their 
various effects. Drawing effects, discarding effects, 
Unsummon, Animate Dead, and Exile are all 
examples of effects that move a card from one zone 
to another. For the most part, cards stay in 


4 


t 


their controller's zone. However, some cards can 
break the rules. Grinning Totem is a perfect exam- 
ple of just such a card. 


1 DID WHAT? 

When a card is moved from one zone to another, it is 
reset to its original state. Any permanent changes to 
it are erased, and any counters on it are lost forever. 
All existing effects now ignore it, and any delayed 
effects which would have applied to the card will 
ignore it as well. Whether or not you know for sure 
which card is which is irrelevant. This is commonly 
referred to as the card having “lost all memory.” 

Phasing is a deliberate exception to this rule. As 
is clearly stated in the Mirage rulebook, counters 
and other permanent effects continue to apply to a 
card that has phased out. 

Note that no effect actually ends as a result of a 
card moving between zones. The effects simply 
ignore that card, which in most cases means the 
effect becomes irrelevant. Remember, simply taking 
control of a permanent doesn't move it from one 
zone to another. 


ALL TOGETHER NOW! 

When an effect moves more than one card from 
one zone to another, all of the cards are moved at 
once. If the order of the cards in the destination 
zone is important, then each player decides the 
order of the cards entering his or her zone. The 
original implications of this rule applied to a sce- 
nario in which a number of creatures die at the same 
time, such as during Wrath of God. Both players 
choose the order in which their own creatures show 
up in their graveyards. 

This principle now extends to drawing and dis- 
carding cards as well. That is, we have removed the 
tule that states that effects which cause a player to 
draw or discard more than one card actually cause 
the cards to be drawn one at a time. 

As always, a card can break the rules by explicitly 
stating that some cards are moved before others. For 
example, Stupor states that one card is discarded 
before the other. @ 


Tom Wylie can usually be found in his own zone, con- 
templating Magic rules. 
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" Edition, Alliar 


over selectior 


Alliances, anc 


decks and c 


damage has be. 
me more threatening in 


Standard. * You can 


: keep up with the ever- 


changing Magic environ- 
ment if you know which 
factors to consider. 
When preparing for a 


tournament, you should ‘ ; 


bile-4 contemplate any 
recent changes in the 


play environment. Which ; 


cards Rok overty pow- 
erful? Which cards are 
most efficient? Which i 
cards have been added 
or removed that will 
make a-difference in 


° 
each deck type? 


Mv firage. Now, until July nm, t 


nations that were strc 


cient life-gaining ‘ca ds like Zuran O 


, Mirage, and Visions. B: 


lay, the pow- 


erful (oft n) cards were 
obvious: rime Walk, and 
Library of / tundard devel-_ 
oped, othe be very power- 


*, Zuran Orb, 
Necropotence. 
are less obvious 


Ivory To 
: The most | 
than they o 

Coast’s R 


is working even harder 
in the playtest Stage, 
e print. Some eards do 
, however. For 
s easily abused 

ask Thomas 
ed a ‘deck using 


ected this prob> 
. But the point is 
fit by discovering an 
e others realize the 


cards by recogn izing th ir common charac- 
teristics. Cards that produce a large amount 
of mana in the early game are often steong 
contenders (Moxes, Black Lotus, Channel, 


and perhaps Squandered Resources and - 


lan Fallen —< Ice Age, 
d environment hac Letiaereiaa 


Cadaverous Bloom); ee. 
yield huge card advantage | 
"Land Tax, Ancestral Recal ll, 
Nevinyrral’s Disk); and don't or, 
that produce such a devasta 
they can’ turn the momentum in a ; 
“(Mirror Universe, ‘Arniageddon, Putra 

Orb, and Iv. rory Tower). 


Consider the most © 
-efficient cardsin «= .« 
each color. 
‘The R&D team has expressed i its intentidn 
‘to. make creatures more effective in the 
Standard environment, so players should 
keep an eye out for the tnost efficient crea- 
tures in each color. In the current Standard 
environment, black has Nekrataal, Black 
Knight, Knight of Stromgald, and Derelor. 
White's creature strength comes from 
White Knight, Order of the White Shield, 
and Blinking Spirit. Blue possesses Air 
Elemental and Rainbow Efrtet, the most 
‘efficient large Ayers in.the current environ- 
ment. Frenetic.Efreet_can also be consid- 
ered one of the more efficient cards to be — 
sed | added to blue’s inventory, even though it’s 
"actually a blue/red card. Green has Maro, 
Deadly Insect, Lhurgoyf, Wall of Roots, 
River Boa, and Jolrael’s Ceritaut. Red has. 
‘Suq’Ata ¥ ancer, Wildfire Emissary, Orgg, 
Viashing Seis ie and Shivan Dragon. 


Nizards of the’ 


> first three turns. 
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When evaluating creatures, there are 
several factors you should consider. First, 
look at the creature’s power and tough- 
ness relative to its casting cost. For 
example, Shivan Dragon and Orgg are 
both good bargains because they have 
relatively low casting costs for what they 
do. Next,look at the creature’s durability, 
not just its toughness. Creatures with 
high durability are difficult for an oppo- 
nent to eliminate outside of creature 
combat. Jolrael’s Centaur, for instance, 
cannot be the target of spells or effects. 
Frenetic Efreet can phase out if it’s in 
danger, and Blinking Spirit can be 
returned to its owner’s hand as a fast 
effect. And then some creatures, like 
Nekrataal or Uktabi Orangutan, are 
strong simply because of their special 
abilities—each of these destroys a target 
permanent when it comes into play. 
When you decide which creatures are 
most powerful, you should also consider 
them as threats to you—since your 
Opponents will most likely be playing 
with them—and adjust your deck and/or 
sideboard to deal with them. 

You should also be able to deal with 
global effects. A global effect affects all 


A 


pe 


could be p y ng Nevinyrral’s” Disk, 
which des‘ everything except land, 


mandates that r have, some artifact 
removal di y your d {Knowing Stasis 
could be playedyy should include ele- 


ments in your sideboard that get rid of 


_ blue cards or enchantments. Both Wrath 
© of God and Earthquake threaten weenie 


decks, as they could take out your entire 
swarm in one fell swoop, so you should 
either play with countermagic or prepare 
ways to quickly reinforce your troops. 
The possibility that your opponent could 
use one of these global effects should also 
influence the way you p/ay your deck. It 
would be foolish, for example, to play 
more land than you need if you suspect 
Armageddon is in your opponent's deck. 


Consider what’s new 
and what’s gone. 

R&D often introduces new cards to the 
environment that make old staple decks 
less useful. For example, the addition of 
City of Solitude made counterspell 
decks much less of a nuisance than they 
were in the old days. And now Anvil of 
Bogardan adds some hope for defeating 
Necropotence decks. 
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cards of a given type. For instance, 
Wrath of God buries all creatures in 
play, and Armageddon destroys all 
lands. Cards with strong global effects 
tend to have a great influence on certain 


ions format, for 


individual card that 
Sin play. This 
means that players usually play 
decks that have more colors and higher 
mana requirements. You can play a lot 
of land to power large X-spells without 
worrying that all the land will be blown 
away by a global effect like Armaged- 
don or Jokulhaups. On the other hand, 
the current Standard environment 


includes such global effects, and you 


have to be ready with either some form 
of recovery, such as Thawing Glaciers or 
low-casting-cost spells, or some means 


of prevention, such as countermagic. 
‘Currently, the Standard environment 
has a number of global effects 
should influence the way you con 
your deck. Knowing that your o; P 
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You should identify cards that can 
crush certain deck types so that you 
don't show up to a tournament with 
If you do 
decide to play a deck that is severely 
weakened by a particular card, you 
should compensate for that card with 
your sideboard. For instance, if your 
red/blue artifact deck is crippled by 
Energy Flux, you might add Pyroblasts 
to your sideboard. 

When Fifth Edition was added to the 
Standard environment, certain staple 
cards were removed from the basic set, 
such as Swords to Plowshares, Hyp- 
notic Specter, Erhnam Djinn, Serra 
Angel, Lightning Bolt, Mishra’s Fac- 
tory, and Control Magic. The majority 
of tournament-level decks used at least 
one or two of these cards because of 
their efficiency. When they were 
removed, these decks were weakened 


flawed deck construction. 


powerful second- or third-turn Air 
Elemental is now more of a nuisance for 
any non-black deck. 

In some cases, the removal of a card is 
not as important because its counterpart 
has also been removed. If Hypnotic 
Specter remained in the current card 
pool while Lightning Bolt and Swords 
to Plowshares were both removed, the 
Specter would quickly be elevated 
beyond its already powerful status— 
because if threatened with a first-turn 
Specter, you'd probably lose the game. 
But with Specter out of the card pool, 
the loss of Lightning Bolt and Swords 
to Plowshares is less significant. How- 
ever, when you evaluate the effectiveness 
of a creature, the loss of Lightning Bolt 
becomes more significant. Before Fifth 
Edition, there was a general rule that 
you should look for creatures that were 
out of Bolt range (i.e., creatures with a 
toughness greater than 3) because of the 
availability of both Lightning Bolt and 
Incinerate. That rule is ‘not quite as 
prevalent without the threat of the Bolt. 


In many cases the elimination of one 
deck type gives free reign to other decks. 
For example, when Black Vise was 
restricted and Land Tax was running 
rampant, it was difficult to construct an 
effective land-destruction deck. And 
because there was little chance that you 
would face a land-destruction deck, you 
could build a deck that was spread 
across many different colors that relied 
on less land. Similarly, if City of Soli- 
tude is a strong enough counter to 
counterspell decks, then you can dis- 
count counterspell decks as a major ele- 
ment in the environment. You must be 
careful in this situation, however. With- 
out thorough testing, you should not 
discount any deck type. 


Practice, practice, 
practice. 
Competitive Magic is very similar to 


rs. If you know 
field will be 


then you would be eat advised to bring 
paper. Or if you know rock is no longer 
allowed in the game, there would be no 
teason to come prepared with paper. 
Most importantly, when you're faced 
with a new environment, you should 


thoroughly test several variants of older 
decks using the new card pool. True, 
some experienced players will use brand- 
new deck types, and you shouldn't dis- 
count these, but your focus should remain 
on modified versions of older-style decks. 
Once you have an idea of which deck you 
wish to play, your focus should be on 
playing against decks that will surely give 


decks without risking the 
deck against the general 
that much closer to mz S 
dard environment. * 


George Baxter was a fi gist at the 1996 


U.S. Nationals. To read moreabout him, see 
‘About Our Contributors” on page 8. 
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IN MiraGE, Magic players got their first glimpse of the flying ship Weatherlight. Sisay, 
its captain, spoke in flavor text on several cards, assembling a travelogue of Jamuraa. In 
Visions, the Weatherlight took an active role in the war against the despotic sorcerer 
Kaervek. Now the ship and its crew leave Jamuraa for distant lands and ultimately new 


worlds, in pursuit of their abducted captain and a Legacy that will defeat an ancient evil. 


It has been a long, strange journey. 


Plotting 
the Course 
The prototype card set that 
would become Weatherlight 
was conceived in the sum- 
mer of 1996. Dan Cervelli 
headed up the design team, which 
also included William Jockusch, Joel 
Mick, and Bill Rose. The main intention 
of the set—the first to be designed and 
developed entirely in-house—was to 
expand the graveyard as a play resource. 
Other innovative mechanics also 
appear, such as creature enchantments 
that can be sacrificed for a one-time 
effect, and cards whose effects vary with 
the most recently paid cumulative 
upkeep cost. Mike Elliott was lead 
developer, assisted by Bill Rose, Mark 
Rosewater, and Henry Stern. The devel- 
opment team set out to fine-tune the 
new mechanics and to wed the cards 
more closely to themes introduced in 
Mirage and Visions. 
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Up till now, Magic sets 
have usually been designed 
around a play variant or 
theme, and then a story was 

built to link the developed 
set to the multiverse of 
Dominia. When Weatherlight was 
in the earliest stages of design, its ambi- 
tious background story was only begin- 
ning to be plotted out. The new set, 
codenamed “Mocha Latte,” was to be 
the second expansion to the Mirage 
stand-alone. But things changed forever 
when Weatherlight introduced an ongo- 
ing cast of characters. [See “Fortune 
Favors the Bold” in The Duelist #17, and 
the Weatherlight fiction piece by Michael 
G. Ryan on page 72 of this issue. ] 

Making the transition was not easy. 
However, adversity can bring out hidden 
resources of strength and forge closer 
bonds between people. Just as the crew 
of the Weatherlight depend on one 
another to stand up against the danger- 


Wii fok te S 


ous forces that oppose them, so did the 
project team work together even more 
closely to produce the most important 
Magic set to date. 


A Change in the Wind 


“Mocha Latte” as originally submitted 
contained 163 cards. Of these, 44 were 
cut for various reasons, to be replaced 


with more suitable ones. Sometimes a 
card was simply uninteresting: it repro- 
duced an existing mechanic or came too 
close to another card already in the play 
environment. 


Another factor in card 


triage was the potential for a stalled game. 


A couple of cheap, large Walls were cut 
for that reason. 
Certain cards were removed for being 


out of flavor. One white sorcery dealt 2 
damage to a player who had not taken 
damage or lost life that turn; this was not 
a “white” ability, and did not make the cut. 
Other cards were simply unbalancing: one 
early mana source (with the placeholder 
name “Scary Ritual”) produced @@2® 
for a cost of and removing a creature in 


the graveyard from the game. 


The creation of a unified story arc 
spanning several years also had an impact 
on development. For the most part this 
meant giving cards names and images 
that would tie into the storyline, rather 
than altering the set's composition. For 
example, the “brothers,” Gallowbraid and 
Morinfen, existed already as black legends 
and were simply incorporated into the 
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background of the Urborg noble Crovax. 
However, one card, Null Rod, was specifi- 
cally designed to fulfill an important 
future plot point. 

Playtesting, both outside the company 
and within Research & Development, 
pointed out a few problems with balance 
and playability. As a rule, though, cards 
that were retained did not change very 
much from initial concept to final form. 


Nothing Wasted 

The game-play theme for Weatherlight is 
still “recycle.” The card set has graveyard- 
manipulation spells in every color 
(though of course black and green have 
the Jamuraan Lion’s share), with a variety 
of powerful effects. 

Weatherlight has black creatures that 
are inexpensive to cast but compensate 
with a ghoulish upkeep cost, such as Cir- 
cling Vultures, a flying 3/2 creature cost- 


ing ® that consumes the top creature 
card in your graveyard during upkeep. 
Other black spells have devastating 
effects fueled by the graveyard. Haunting 
Misery is a sorcery that deals damage 
equal to the number of creature cards in 
your graveyard that you remove from the 
game. Fortunately, black provides more 
ways than ever to put them in the ground 
quickly! Buried Alive, for instance, moves 
three creature cards from the library into 
the graveyard. 

Green, not surprisingly, harvests the 
graveyard for creatures and lands and also 
is a resource for life-gaining and regener- 
ation. Blossoming Wreath, an instant for 
®, gives life equal to the number of crea- 
ture cards in the graveyard. Nature’s Kiss, 
an enchantment, gives the enchanted 
creature +1/+1 until end of turn for each 
1 you spend and each card in the grave- 
yard you remove from the game. 
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The other colors also make use of the 
graveyard. Relearn is a sorcery for 1 @ @ 
that allows you to return an instant, inter- 
rupt, or sorcery card from the graveyard to 
your hand. Paradigm Shift, another blue 
sorcery, lets you shuffle your graveyard 
into your library—though you must first 
remove all library cards from play. Soul 
Shepherd is a white cleric that can give 
you life, in exchange for removing crea- 
tures in your graveyard from the game. 

And graveyard manipulation doesn't 
always mean taking cards out. For 
instance, Firestorm is an instant costing 
just @ that deals X damage to X creatures 
and/or players. The catch? X is also the 
number of cards you must pitch into the 


graveyard. 


Engineering Expertise 
With the increased importance of the 
graveyard as a resource, graveyard deple- 
tion and denial will become increasingly 
important in play. And with Tormod’s 
Crypt (a O-cost artifact from The Dark 
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that removes a graveyard from the game) 
no longer in the Standard (Type II) envi- 
ronment, players will be looking to alter- 
native strategies. I spoke to Mike Elliott 
about what he expects to see when 
Weatherlight docks on the tournament 
scene. 

Elliott predicts the development of 
some interesting new strategies built 
around spells with massive card-drawing 
capability. Take Psychic Vortex, an 
enchantment costing 2 @ @. It is effec- 
tively a rotating Wheel of Fortune: it has 
a cumulative upkeep of “Draw a card,” 
and each turn, its controller must sacrifice 
a land and discard his or her hand. 
Another example is Nature’s Resurgence, 
a green sorcery for 2@ that causes 
each player to draw cards equal to the 
number of creature cards in his or her 
graveyard. Such a spell has tremendous 
potential. 

Card-drawing strategies in general can 
benefit from Thran Tome. For an activa- 


tion cost of 5, the Tome lets you reveal 
three cards and draw two of them. The 
opponent chooses which one goes to the 
graveyard. And land destruction becomes 
a lot more interesting with Lotus Vale, a 
land that can be tapped for three mana of 
any one color—but you have to sacrifice 
two lands when the Vale comes into play. 

More decks will likely feature wide- 
band creature destruction, which gets a 
boost with two new artifacts that are 
“part-time” creatures: Xanthic Statue and 
Chimeric Sphere. Like the now out-of- 
print Jade Statue, both of these can be 
transformed into artifact creatures until 
end of turn. When they're not creatures, 
they can’t be touched by Wrath of God 
and the like. Now that Mishra’s Factory 
has left the Standard (Type II) environ- 
ment, these two cards (Chimeric Sphere 
in particular) will likely become very pop- 
ular in tournaments. 

Elliott expects to see “standoff” strate- 
gies become more important with the 
introduction of Bubble Matrix. iV arti- 
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fact costs 4 and reduces all damage dealt 
to creatures to 0. Now a couple of small 
creatures can hold off an opponent's 
monsters long enough to set up a lock. 


Showing the Colors 
Besides being a powerful set, Weatherlight is 
a joy to behold. Art direction was once 
again handled by Sue Ann Harkey, who 
had previously supervised the look and 
feel of Mirage and Visions. “I think it’s the 
best set I’ve worked on,” says Harkey. “I 
enjoyed the opportunity to work with 
new artists we hadn't used before. And it 
was a delight to have Mark [Tedin] and 
Anson [Maddocks] work with us again.” 
The graphic designers in Wizards’ Art 
department exceeded even their everyday 
miracles to produce card sheets and 
packaging in record time. This team of 
production experts—Douglas_Ketler 
Scheffer, Steve Nashem, Hans Reifen- 
rath, Jefferson M. Shelley, and Paul 
Allen Timm—have set new standards 


for color quality, according to Produc- 
tion head Tom Wanerstrand. 


Roll Call 

Pete Venters was heavily involved in the 
look and feel of Weatherlight, doing 
double duty as Continuity coordinator 
and freelance artist. In his Continuity 
role, Venters wrote detailed art descrip- 
tions for every card. Since so many of 
the pieces featured characters central to 
the story, this also involved producing 
sketches and costume design to guide 
the artists. Venters also painted many of 
the iconic images, most importantly the 
ship itself, as well as numerous card 
illustrations. 

It was vital for the major characters, 
at the very least, to have an established 
look. Gerrard, for example, could not 
appear without a beard. Mirri’s eyes 
had to be of different colors. Tahn- 
garth, a Talruum champion, could not 
be rendered as a hairy, tattooed Hur- 
loon minotaur. Venters took the lead on 
this task, working intently to sketch out 
the primary characters and provide cos- 
tuming guidelines. 

Some of the characters were already 
well defined. Tahngarth, for example, 
had made an appearance on the cover 
of Duelist #15. Others, though, were 
new to the set and required extensive 
working and reworking. Mirri the cat 
warrior, for example, went through 
several stages. It was also important for 
artists rendering the Weatherlight to 
have accurate information on the ship’s 
layout. 


Setting the Standard 
The design of Weatherlight the ship was 
conceived entirely by Venters, who 
spent many hours sketching and re- 
sketching to give it the right feel. The 
final image, which features graceful, 
sweeping lines married to military 
readiness, was rendered in Adobe Pho- 
toShop” Venters is excited about how 
the Weatherlight turned out: “I'd have a 
model on my desk right now if] could.” 
Everybody's hard work paid off: 
Weatherlight is a gorgeous, exciting 
expansion that is poised to journey into 
a new world of Magic. “This set intro- 
duces many new possibilities for players 
to explore,” says Mike Elliott. “I expect 
it to be very well received.” LL) 
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€ massive task of incorporating the card set into the backstory fell largely to 

Michael G. Ryan, who along with Mark Rosewater had created the five-year 

story arc that begins with Weatherlight. In addition to this, the creative team 

had to develop card names that would accurately fit the plot. Finally, the sound of the 
characters had to be established quickly, and it had to be right. 

The core flavor text team, “old hands” who had worked together since Mirage, took 
on the challenge of creating distinctive voices. In order to devote all their creative faculties 
to the task, the writers retreated offsite to concentrate on developing the Weatherlight's 
crew. Each writer took ownership of one or two characters and had the responsibility of 
defining their mannerisms and style of speech. However, any writer could submit text in 
the voice of any character; ifit was a good fit, the quote was used. 

Here is how the creative team broke down the Weatherlight’s roster: 


Michael G. RYGD .eeonenonn Gerrard, Starke 
‘Just think of me as the storm before 
the calm.”—Gerrard of the Weatherlight 


“Save me from Maraxus,” Starke pleaded, 
“or condemn me to his wrath. Either 
way, do not ignore me!” 


Mark ROSQWAteP ..eecosnneeeursnmne tai, Karn 
“I'm too modest a wizard to reveal 
the full extent of my abilities.” 
—Ertai, wizard adept 


‘An innocent man died because of my 
anger. That knowledge will haunt me 
for all eternity.” —Karn, silver golem 


MElOdy AO? ....cnennnnmmmenonna, Mirri 
“No matter where we cat warriors go in the 
world, those stupid slobberers find us.” 

—Miirri of the Weatherlight 


“Ihave seen your strength imbued in angels’ 
wings, and Ihave felt your sorrow rain 

down on the ruins brought by the Lord of the 
Wastes.” —Hanna, Weatherlight navigator 


Kij Johnson....... serene SLY 
“Seaborne ships have their dolphins 
to dance in their wakes; I have my 
duskriders.” —Sisay, journal 


Jennifer Clarke Wilkes....... Squee, Tahngarth 
“These horn-haters say no gods but theirs exist. 

I say let him find out for himself—right now!” 
—Tahngarth of the Weatherlight 


“He's big an’ dumb an’ ready to fight. A lot like 
ol’ Hornhead here.” —Squee, goblin cabin 


hand, scouting report 
Petes Veneta Si areas cnc ane Crovax 
“They killed my family to deny me a 
future. They fed on my ancestors to deny 
me a past.” —C 


rovax 


Weatherlight Credits 
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(lead developer), William Jockusch, with contributions from Jennifer Clarke Flavor Text: Melody Alder, Kij Johnson, 
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KEY: m= Black m=Bhe 
P| ‘= Artifact m= land 


CARD NAME 


@ 1. Abyssal Gatekeeper Summon Gatekeeper Mark Tedin c 
@ 2. Agonizing Memories Mike Dringenberg U 
@ 3. Barrow Ghoul Summon Zombie Bryan Talbot c 
@ 4. Bone Dancer Summon Zombie ‘Scott Kirschner R 
@ 5. Buried Alive Brian Horton U 
@ 6. Circling Vultures Summon Birds Una Fricker U 
@ 7. Coils of the Medusa Enchant Creature Darbury Stenderu c 
@ 8. Doomsday Sorcery Adrian Smith R 
@ 9. Fatal Blow Instant George Pratt c 
@ 10. Evil Enchantment John Matson U 
@ 11. Fledgling Djinn Summon Djinn Thomas Gianni c 
@ 12. Gallowbraid Summon Legend Carl Critchlow R 
@ 13. Haunting Misery Sorcery Gary Leach c 
@ 14. Hidden Horror Summon Undead Clint Langley U 
@ 15. Infernal Tribute Terese Nielsen R 
@ 16. Mischievous Poltergeist Summon Ghost Ditertizzi U 
@ 17. Morinfen Summon Legend Carl Critchlow R 
@ 18. Necratog Summon Atog Bryan Talbot U 
@ 19. Odylic Wraith Summon Undead lan Miller U 
@ 20. Razortooth Rats Summon Rats Brian Horton c 
@ 21. Shadow Rider Summon Knight Pete Venters [3 
@ 22. Shattered Crypt Sorcery Gary Leach c 
®@ 23. Spinning Darkness Instant John Coulthart c 
@ 24. Strands of Night Enchantment Patrick Kochakji U 
M25. __Tendrils of Despair Sorcery John Coulthart c 
@ 26. Urborg Justice Instant Gary Leach R 
@ 27. Urborg Stalker Summon Undead Cliff Nielsen R 
@ 28. Wave of Terror Enchantment Adrian Smith R 
@ 29. Zombie Scavengers Summon Zombies Patrick Kochakji c 
30. Abduction Enchant Creature Colin MacNeil U 
@ 31. Abjure Interrupt Ted Naifeh c 
@ 32. Ancestral Knowledge Enchantment Colin MacNeil R 
@ 33. Apathy Enchant Creature Phil Foglio c 
@ 34. Argivian Restoration Sorcery Roger Raupp U 
@_ 35. Avizoa Summon Avizoa Paolo Parente R 
® 36. Cloud Djinn ‘Summon Djinn Mike Dringenberg U 
®@ 37. Disrupt Interrupt Adam Rex c 
@ 38.  Ertai’s Familiar Summon titusion Kipling West R 
@ 39. Flux Sorcery Richard Kane Ferguson = C. 
@ 40. Fog Elemental Summon Elemental Jon J Muth Cc 
®@ 41. Mana Chains Enchant Creature Bryan Talbot c 
@ 42. Manta Ray Summon Fish Una Fricker c 
™ 43. Merfolk Traders Summon Merfolk Diterlizzi Cc 
@ 44. Noble Benefactor Summon Cleric Diferlizzi U 
@ 45. Ophidian Summon Snake Cliff Nielsen c 
® 46. Paradigm Shift Sorcery Cliff Nielsen R 
@ 47. Pendrell Mists Enchantment Andrew Robinson R 
@ 48. Phantom Warrior Summon Illusion John Matson U 
@ 49. Phantom Wings Enchant Creature Una Fricker c 
50. __ Psychic Vortex Enchantment Steve Luke R 
@ 51. Relearn Sorcery Zina Saunders U 
@ 52. Sage Ow Summon Bird Mark Poole c 
@ 53. Teferi’s Veil Enchantment Brom U 
@ 54. Timid Drake Summon Drake Mike Dringenberg U 
55. __Tolarian Drake Summon Drake Mark Harrison c 
@ 56. Tolarian Entrancer Summon Wizard Bryan Talbot R 
@ 57. Tolarian Serpent Summon Serpent Stuart Griffin R 
® 58. Vodalian Illusionist Summon Merfolk John Matson U 
@ 59. Aboroth Summon Aboroth Brom R 
@ 60. Arctic Wolves Summon Wolves Steve White U 
@ 61. Barishi Summon Barishi Ted Naifeh U 
® 62. Blossoming Wreath Instant Brian Durfee c 
® 63. Briar Shield Enchant Creature Scott Kirschner c 
@ 64. Call of the Wild Enchantment Brom R 
@ 65. Choking Vines Instant Ted Naifeh Cc 
@ 66. Dense Foliage Enchantment Alan Rabinowitz R 
@ 67. Downdraft Enchantment John Matson U 
@ 68. FallowWurm Summon Wurm Stephen L. Walsh U 
@ 69. Familiar Ground Enchantment Jeff Miracola U 
a R 

U 

c 

R 

U 
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70. __ Fungus Elemental Summon Elemental Scott M. Fischer 
@ 71. Gaea's Blessing Sorcery Rebecca Guay 
@ 72. Harvest Wurm Summon Wurm Stephen L. Walsh 
@ 73. Liege of the Hollows Summon Spirit Ron Spencer 
@ 74. Uanowar Behemoth Summon Behemoth Hannibal King 
@ 75. Lanowar Druid Summon Elf Pete Venters 
@ 76. Uanowar Sentinel Summon Elf Douglas Shuler c 
@ 77. Mvonvuli Ooze Summon Ooze Zina Saunders R 
@ 78. Nature's Kiss Enchant Creature Scott M. Fischer c 
@ 79. Nature's Resurgence Sorcery Scott M. Fischer R 
@ 80. Redwood Treefolk Summon Treefolk Phil Fogtio c 
@ 81. Rogue Elephant Summon Elephant Steve White Cc 
@ 82. Striped Bears Summon Bears Una Fricker c 
®@ 83. Sylvan Hierophant Summon Cleric Brian Durfee U 
@ 84. Tranquil Grove Enchantment Dylan Martens R 
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™ 85. Uktabi Efreet Summon Efreet Alan Rabinowitz c : 
™ 86. Veteran Explorer Summon Soldier David A. Cherry U 
@ 87. Vitalize Instant Pete Venters c 
™ 88. Ather Flash Enchantment Ron Spencer U 
@ 89. Betrothed of Fire Enchant Creature Sed c 
@ 90. Bloodrock Summon Cyclops Tom c 
™@ 91. Bogardan Firefiend Summon Spirit Terese Nielsen c 
® 92. Boiling Blood Instant Cliff Nielsen c 
@ 93. Cinder Giant Summon Giant Rogério Vilela U 
94. Cinder Wall Summon Wall Randy Gallegos c 
@ 95. Cone of Flame Sorcery Ron Spencer U 
@ 96. Desperate Gambit Instant Pete Venters U 
@ 97. Dwarven Berserker Summon Dwart Douglas Shuler c 
@ 98. Dwarven Thaumaturgist Summon Dwart Kipling West R 
@ 99. Fervor Enchantment Franz Vohwinkel R 
100. Fire Whip Enchant Creature Jeff Miracola c 
101. Firestorm Instant Jeff Miracola R 
™ 102. Fitof Rage Sorcery Douglas Shuler c 
™@ 103. Goblin Bomb Enchantment Ron Spencer R 
@ 104. Goblin Grenadiers Summon Goblins Dan Frazier U 
© 105. Goblin Vandal Summon Goblin Franz Vohwinkel c 
™@ 106. Heart of Bogardan Enchantment Terese Nielsen R 
@ 107. Heat Stroke Andrew Robinson R 
™@ 108. Hurloon Shaman Summon Minotaur Scott M. Fischer U 
109. Lava Hounds Summon Hounds Steve White U 
110. Lava Storm Instant Scott Kirschner c 
™@ 111. Maranus of Keld Summon Legend Adrian Smith R 
112. Orcish Settlers Summon Orcs Pete Venters U 
™@ 113. Roc Hatchling Summon Bird Una Fricker U 
@ 114. Sawtooth Ogre Summon Ogre Brom c 
115. Thunderbolt Instant Dylan Martens c 
116. Thundermare Summon Thundermare — Bob Eggleton R 
(10117. Abeyance Instant Thomas Gianni R 
(0 118. Alabaster Dragon Summon Dragon Bob Eggleton R 
(119. Alms Enchantment Rogério Vilela c 
[) 120. Angelic Renewal Enchantment Rebecca Guay c 
(121. Ardent Militia Summon Soldiers Zina Saunders c 
(122. Argivian Find Instant Roger Raupp U 
(1 123. Aura of Silence Enchantment D. Alexander Gregory U 
C124. _Benalish Summon Soldiers Dan Frazier c 
(125. Benalish Knight Summon Knight Zina Saunders c 
(1 126. Benalish Missionary Summon Cleric Pete Venters c 
(1 127. Debt of Loyalty Instant Pete Venters R 
©) 128. Duskrider Falcon Summon Falcon Cecil Fernando c 
(129. _ Empyrial Armor Enchant Creature D. Alexander Gregory c 
(130. Foriysian Brigade Summon Soldiers Kev Walker U 
© 131. Gerrard's Wisdom Sorcery Heather Hudson U 
(132. Guided Strike Instant Gary Leach Cc 
(1) 133. Heavy Ballista Summon Soldiers Ron Spencer c 
© 134. _ Inner Sanctum Enchantment D. Alexander Gregory R 
(135. Kithkin Armor Enchant Creature Charles Gillespie Cc 
© 136. Master of Arms Summon Soldier Dan Frazier U 
C137. Mistmoon Griffin Summon Griffin David A. Cherry U 
(1) 138. Peacekeeper Summon Peacekeeper — Donato Giancola R 
(1) 139. _ Revered Unicom Summon Unicom David A. U 
(140. Serenity Enchantment Cliff Nielsen R 
() 141.  Serra’s Blessing Enchantment Rebecca Guay U 
() 142. Soul Shepherd Summon Cleric John Coulthart c 
C143. Southern Paladin Summon Knight Douglas Shuler R 
(144. _ Tariff Sorcery Kev Walker R 
(145. Volunteer Reserves Summon Soldiers Kev Walker U 
@ 146. Bésium Strip Artifact Steve Luke R 
@ 147. Bubble Matrix Artifact Brom R 
™@ 148. Chimeric Sphere Artifact Colin MacNeil U 
@ 149. Staff Artifact Richard Kane U 
@ 150. Jabari's Banner Artifact Mark Harrison U 
™@ 151. Jangling Automaton Artifact Creature Adam Rex c 
@ 152. Mana Web Artifact Hannibal King R 
™@ 153. Mind Stone Artifact Adam Rex c 
154. Null Rod Artifact Anson Maddocks R | 
@ 155. Phyrexian Furnace Artifact George Pratt U Ja 
™@ 156. Serrated Biskelion Artifact Creature Ron Spencer U 
@ 157. Steel Golem Artifact Creature Donato Giancola U | 
@ 158. Straw Golem Artifact Creature Bryan Talbot U 
@ 159. Thran Forge Artifact Mark Poole U . 
@ 160. Thran Tome Artifact Donato Giancola R 
@ 161. Touchstone Artifact George Pratt U 
™@ 162. Well of Knowledge Artifact D. Alexander Gregory R 
@ 163. Xanthic Statue Artifact Hannibal King R 
@ 164. Gemstone Mine Land Brom U 
@ 165. Lotus Vale Land John Avon R 
@ 166. Scorched Ruins Land John Avon R 
@ 167. Winding Canyons Land John Avon R 


any graveyard from play, each 
player chooses and buries a 
Creature he or she controls. 
“There are two ways for me to 


iilus. Bryan Talbot 

During your upkeep, remove the 
top creature card in your grave- 
yard from the game or bury Bar- 
row Ghoul. 

“They killed my family to deny 
me a future. They fed on my 
ancestors to deny me a past.” 
—Crovax 


‘COMMON/BLACK 
Golls of the Medusa 


illus. Darbury Stenderu 
Enchanted creature gets +1/-1. 
Sacrifice Coils of the Medusa: 
Destroy all non-Wall creatures 
blocking enchanted creature. 
Serpentine locks shape ornate 
rocks. 


COMMON/BLACK 

Fatal Blow 

? 

Instant 

Ilus. George Pratt 

Bury target creature that was 
damaged this turn. 

“What is crueler? To let a wound 
of the heart fester, or to simply 
cut it out?” —Crovax 


COMMON/BLACK 
Fledgling Djinn 
1® 2/2 


Summon Djinn 

Illus. Thomas Gianni 

Flying 

During your upkeep, Fledgling 
Djinn deals 1 damage to you. 
“The young can be quite danger- 
ous. Trust me, | should know." 
—Friai, wizard adept 


COMMON/BLACK 
Haunting Misery 
1e® 


Sorcery 

iilus. Gary Leach 

Remove X creature cards in your 
graveyard from the game: Haunt- 
ing Misery deals X damage to 
target player. 

“lam condemned without end.” 
—Crovax 


COMMON/BLACK 
Shattered Crypt 
X@® 


Sorcery 

Iilus. Gary Leach 

Return X target creature cards 
from your graveyard to your hand 
and lose X life. 

“You must be mad to want one 
such as | aboard the 
Weatherlight. But | would be mad 
to remain here with my rotting 
family. | accept.” —Crovax 


COMMON/BLACK 
Spinning Darkness 
4%® 

Instant 

Mus. John Coulthart 

You may remove the top three 
black cards in your graveyard 
from the game instead of paying 
Spinning Darkness’s casting 
cost. 


Spinning Darkness deals 3 dam- 
age to target nonblack creature. 
Gain 3 life. 


COMMON/BLACK 
Tendrils of Despair 
? 


Sorcery 

Illus. John Coulthart 
Sacrifice a creature: Target oppo- 
nent chooses and discards two 
cards. 
“Because | am incapable of tears 
does not mean | have no need to 
shed them.” 


COMMON/BLACK 

Zombie Scavengers 
2 

Summon Zombies 

Illus. Patrick Kochakji 

Remove the top creature card in 
your graveyard from the game: 


Regenerate 

“Pick a shell upon my shore and 
put it to your ear. That sound isn't 
the sea, but the whispers of the 

fallen.” —Crovax 


222 
Sorcery 

illus. Mike Dringenberg 

Look at target player's hand. 
Choose two of those cards and 
put them on top of his or her 


“Is it worse to walk while dead, 
or to be buried alive? | have wit- 
nessed both.” —Crovax 


UNCOMMON/BLACK 
Circling Vultures 

? v2 

Summon Birds 
illus. Una Fricker 

Flying. 

During your upkeep, remove the 
top creature card in your grave- 
yard from the game or bury Cir- 
Cling Vultures. 

Hf Circling Vultures is in your 
hand, you may discard it. Play 
this ability as an instant. 


Flying 

Pay 1 life: 

“The past is a ghost that haunts 
you from the moment it exists 
until the moment you don't.” 
—Gerrard of the Weatherlight 


thin darkling strips and woven 


“It its skin looks like stone, it is 
only to match its heart.” 
—Crovax 


RARE/BLACK 

Infernal Tribute 
ee? 

Enchantment 

Illus. Terese Nielsen 

2, Sacrifice a card in play: Draw 
acard. 

“I would not barter my soul for 
any of the filth that they called 
power. So they took it from me 
and damned me to solitude.” 
—Crovax 


turn. 
“It is a narrow line between jus- 
tice and vengeance.” —Crovax 


Ilus. Cliff Nielsen 
During each player's upkeep, if 


up soon,” she growled to herself, 
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Flux 
26 


Sorcery 

Illus. Richard Kane Ferguson 
Each player chooses and dis- 
cards any number of cards, then 
draws that many cards, Draw a 
card 


“Every spell has the potential to 
be worthless.” 
—Ertal, wizard adept 


COMMON/BLUE 
Fog Elemental 
26 4 


“I've seen fog so thick you could 
cut it, but none that could cut 
me." 
—Tahngarth of the Weatherlight 


illus. Una Fricker 


Islandhome (if defending player 
Controls no islands, this creature 


Mus. DiTerlizzi 

When Merfolk Traders comes into 
play, draw a card, then choose 
and discard a card. 

“As much as | hate water, | do 
love fish..." 
—Mirri of the Weatherlight 
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Flying, phasing 

Many have been lost just in star- 
ing at its wings. What's seen dif- 
fers from account to account, but 
madness is always part of the 


56 5/4 


“As elusive as the footprint of a 
jinn” —Suq’Ata expression 
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UNCOMMON/BLUE 
Noble Benefactor 


“1 don't like to speak ill of 'walk- 
think he was doing?” 
—€rtai, wizard adept 


@ @, ©: Target creature phases 


out. 

“Torahn gore these shifty fish- 
tails! You can't even get close to 
ona® 


—Tahngarth of the Weatherlight 
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Skip your next untap phase: Avi- 
20a gets +2/+2 until end of turn. 
Use this ability only once each 
turn. 

“Maybe we can trap them with 
bait,” thought Tahngarth, eyeing 
Squee. 


RARE/BLUE 
Ertai's Familiar 


RARE/BLUE 
Paradigm Shift 
le 


Sorcery 

lus. Cliff Nielsen 

Remove all cards in your library 
from the game. Shuffle your 
graveyard into your library. 
“Barrin always said that reality 
is relative. ‘The world,’ he cau- 
tioned, ‘is but pieces of one's 


perception. 
—rtai, wizard adept 


Cumulative upkeep—Draw a card 
At the end of each of your turns, 
sacrifice a land and discard your 
hand. 


“Tolaria floats upon a wheel of 
fortune.” 
—Fntai, wizard adept 


RARE/BLUE 
Tolarian Entrancer 
le Ww 


Tolarian Serpent 
See uu 


‘COMMON/GREEN 
Blossoming Wreath 


Illus. Brian Durfee 

Gain life equal to the number of 
Creature cards in your graveyard. 
“I place this wreath for you, my 
kin. Even in death, you give me 
strength to avenge you.” 
—Mirri of the Weatherlight 


Enchanted creature gets +1/+1. 
Sacrifice Briar Shield: Enchanted 
Creature gets +3/+3 until end of 
turn. 


In ll its forms, the forest is the 
elves’ best protector. 


druids than their own kin. The 


into play, you may pay 1 # to 
search your library for a Lianowar 
Sentinel card. Put that card into 
play. Shuffle your library after- 
wards. 


“The forest has as many eyes as 
leaves.” 
—Mimi of the Weatherlight 


graveyard from the game: 
Enchanted creature gets +1/+1 
until end of turn. 

“I cradle my rage even as the 
earth cradles my dead kin.” 
—Mirri of the Weatherlight 


Rogue Elephant 
* 3/3 


Summon Elephant 

Illus. Steve White 

When Rogue Elephant comes into 
play, sacrifice a forest or bury 
Rogue Elephant. 

“When are trees like grass?” 
—The One Thousand Questions 


COMMON/GREEN 
Striped Bears 

3@ 2/2 

Summon Bears 
Iilus. Una Fricker 

When Striped Bears comes into 
play, draw a card. 

“The bear is never cautious— 
which is why it wasn't born a 


Cumulative upkeep # 

“The Uktabi efreet and | have 
something in common: both 
of our mothers wanted to give 
us back.” 
—Minri of the Weatherlight 


COMMON/GREEN 

Vitalize 

* 

Instant 

Illus. Pete Venters 

Untap ail creatures you control. 
“After waking to the magic of 
Llanowar, no dreams can com- 


pare. 
—Mirri of the Weatherlight 


play, draw a card. 


Ilus. Ted Naifeh 

If Barishi is put into any grave- 
yard from play, remove Barishi 
from the game, then shuffle all 
Creature cards from your grave- 
yard into your library. 


UNCOMMON/GREEN 
Familiar Ground 


“I'd rather fight on foreign soil. 
That way, if I lose | can blame it 
on the terrain.” 
—Gerrard of the Weatherlight 


UNCOMMON/GREEN 
Gaea's Blessing 
1* 


Sorcery 

Illus. Rebecca Guay 
Draw a card. 

Target player shuffles up to three 
target cards from his or her 
graveyard into his or her library. 
Draw a card. If Gaea’s Blessing is 
put into your graveyard from your 
library, shuffle your graveyard 
into your library. 


UNCOMMON/GREEN 
Lianowar Behemoth 
32° 4/4 

tus. Hannibal King 

Tap a creature you control: +1/+1 
until end of turn 

“Most people can't build decent 
weapons out of stone or steel. 
Trust the elves to do it with only 
mud and vines.” 
—Gerrard of the Weatherlight 


UNCOMMON/GREEN 
Sylvan Hierophant 
1® V2 


Summon Cleric 
Mus. Brian Durfee 
if Sylvan Hierophant is put into 


Mus. David A. Cherry 

if Veteran Explorer is put into any 
graveyard from play, each player 
may search his or her library for 
up to two basic land cards and 
put those lands into play. Each 
player shuffles his or her library 
afterwards. 


RARE/GREEN 

AhoRoth 

4a” 9/9 

Summon Aboroth 

Iilus. Brom 

Cumulative upkeep—Put a -1/~1 
counter on Aboroth 

The Weatherlight banked sharply 
as the colossal beast rose up to 
crush the lone rider. “My bet's on 
the dirt,” Gerrard said flatly. 


RAPE/GREEN 
Call of the Wild 


2 @@: Reveal the top card of 
your library to ail players. If that 


Spells. 

“Big plants not only good for 
hidin’, but full 0’ tasty bugs, too.” 
—Squee, goblin cabin hand 


RARE/GREEN 
Fungus Elemental 
3” 


®, Sacrifice a forest: Put a +2/+2 
counter on Fungus Elemental. 
Use this ability only if Fungus Ele- 
mental came into play this turn. 
“I rot growth and grow rot. What 
am 1?” —Elvish riddle 


RARE/GREEN 

Liege of the Hollows 
208 3/4 

Summon Spirit 
Illus. Ron Spencer 

If Liege of the Hollows is put into 
any graveyard from play, each 
player may pay any amount of 
mana to put that number of 
Squirrel tokens into play under 
his or her control. Treat those 
tokens as 1/1 green creatures. 


RARE/GREEN 
Mwonvuli Ooze 

* 14°/1+" 
Summon Ooze 

illus, Zina Saunders 

Cumulative upkeep 2 
Mwonvuli Ooze has power and 
toughness each equal to 1 plus 
its last paid cumulative upkeep. 
Ewww!” 


RARE/GREEN 
Nature's Resurgence 
208 


Sorcery 

Illus. Scott M. Fischer 

Each player draws a number of 
cards equal to the number of 
creature cards in his or her 
graveyard. 


COMMON/RED 
Betrothed of Fire 


creatures you control get +2/+0 
until end of turn. 


COMMON/RED 
Bloodrock Cyclops 
2e 3/3 

Summon Cyclops 

Iilus. Tom Wanerstrand 
Bloodrock Cyclops attacks each 
turn if able. 

“He's big an’ dumb an’ ready to 
fight. A lot like ol’ Hornhead 
here.” —Squee, goblin cabin 
hand, scouting report 


COMMON/RED 

Bogardan Firefiend 
22 2 

Summon Spirit 

Illus. Terese Nielsen 

if Bogardan Firefiend is put into 
any graveyard from play, it deals 
2 damage to target creature. 
“The next one who tells me to 
relax and curl up by a fire is 
dead.” 
—Mirri of the Weatherlight 


COMMON/RED 
Boiling Blood 
20 


“Your father has no horns! Your 
mother wears a bell! You drink 
the milk of goats! 
—Talruum taunts 


COMMON/RED 
Cinder Wall 
2 w3 

Summon Wall 

Iilus. Randy Gallegos 

if Cinder Wall blocks, destroy it 
at end of combat. 

“Easy. All ya gotta do is push 
somebody into it.” 


Dwarven Berserker 
le Ww” 

Summon Dwart 

iilus. Douglas Shuler 

if Dwarven Berserker is blocked, 
it gets +3/+0 and gains trample 
until end of turn. 

“| may be small, but | can kick 
your butt.” 


COMMON/RED 
Fire Whip 
le 


Enchant Creature 

Illus. Jeff Miracola 

Play only on a creature you 
control. Tap enchanted creature: 
Enchanted creature deals 1 dam- 
age to target creature or player. 


§ Sacrifice Fire Whip: Fire Whip 


Pit of Rage 
le 


Sorcery 

iilus. Douglas Shuler 

Target creature gets +3/+3 and 
gains first strike until end of turn. 
“Anger is fleeting; remorse is 
eternal.” —Karn, silver golem 


COMMON/RED 
Goblin Vandal 
e Ww 

Summon Goblin 

Illus. Franz Vohwinkel 

@: Destroy target artifact defend- 
ing player controls. Goblin Vandal 
deals no combat damage this 
turn. Use this ability only if 
Goblin Vandal is attacking 

and unblocked and only once 
each turn. 


COMMON/RED 
Lava Storm 
3e0 

Instant 

Illus. Scott Kirschner 


tooth Ogre deals 1 damage to 

that creature at end of combat. 
“You will sharpen your teeth on 
my enemies’ bones,” Maraxus 


COMMON/RED 
Thunderbolt 

le 

Instant 

Illus. Dylan Martens 
Thunderbolt deals 3 damage to 
target player or 4 damage to tar- 
get creature with flying. 

“Most wizards consider a thun- 
derbolt to be a proper retort.” 
—friai, wizard adept 


UNCOMMON/RED 

ther Flash 

222 

Enchantment 

Illus. Ron Spencer 

Whenever any creature comes 
into play, Ather Flash deals 2 
damage to that creature. 

“You can’t get there from here. 
Well, you can—it just won't be 
fun.” 


—Ertai, wizard adept 


UNCOMMON/RED 

Cinder Giant 

3e 5/3 

Summon Giant 

Illus. Rogério Vilela 

During your upkeep, Cinder Giant 
deals 2 damage to each other 
creature you control. 

“The giant wept tears of embers 
for the deaths of his allies.” 
—Azeworai, “The Lonely Giant” 


UNCOMMON/RED 
Gone of Flame 
jee 


Sorcery 

Illus. Ron Spencer 

Choose three target creatures 
and/or players. Cone of Flame 
deals 1 damage to the first, 2 


“Mine is not the warmth of com- 
passion.” —Ertai, wizard adept 


UNCOMMON/RED 
Desperate Gambit 
e 


Instant 

Illus. Pete Venters 

Flip a coin; target opponent calls 
heads or tails while coin is in the 
air. If the flip ends up in your 
favor, double the damage dealt by 
a source you control. Otherwise, 
prevent all damage from that 
source. 


UNCOMMON/RED 

Goblin Grenadiers 
3e 2/2 

Summon Goblins 

Mus. Dan Frazier 

Sacrifice Goblin Grenadiers: 
Destroy target creature and tar- 
get land. Use this ability only if 
Goblin Grenadiers is attacking 


UNCOMMON/RED 

Hurloon Shaman 

lee 2/3 

Summon Minotaur 

Ilus. Scott M. Fischer 

if Hurloon Shaman is put into any 
graveyard from play, each player 


Illus. Pete Venters 

X X @, ©, Sacrifice Orcish Set- 
tlers: Destroy X target lands. 
They wouldn't know their house 
from a charred hole in the 


When Roc Hatchling comes into 
play, put four shell counters on it. 
During your upkeep, remove a 
shell counter from Roc Hatchling 
As long as Roc Hatchling has no 
shell counters on it, it gets +3/+2 
and gains flying. 


RARE/RED 

Dwarven 

Thauma 

22 1 

Summon Dwart 

lilus. Kipling West 

>: Switch power and toughness 
of target creature until end of 
turn. Effects that alter that crea- 


“If your blood doesn’t run hot, | 
will make it run in the sands!” 
—WMaraxus of Keld 


RARE/RED 

Firestorm 

2 

Instant 

Illus. Jeff Miracola 

Choose and discard X cards: 
Firestorm deals X damage to 
each of X target creatures and/or 
players. 


“Glok loved storms! He'd sit an’ 
watch an’ laugh through the 
whole thing. | miss him.” 
—Squee, goblin cabin hand 


RARE/RED 

Goblin Bomb 

le 

Enchantment 

lilus. Ron Spencer 

During your upkeep, you may 
Choose to flip a coin. Target oppo- 
nent calls heads or tails while the 
coin is in the air. If the flip ends 
up in your favor, put a fuse 
counter on Goblin Bomb. Other- 
wise, remove a fuse counter from 
Goblin Bomb. 

Remove 5 fuse counters from 
Goblin Bomb, Sacrifice Goblin 
Bomb: Goblin Bomb deals 20 
damage to target player. 


RARE/RED 
Heart of Bogardan 
220 


its last paid cumulative upkeep to 
target player and each creature 
he or she controls. 


Maraxus of Keld 

4202 a 

Summon Legend 

Illus. Adrian Smith 

Maraxus of Keld has power and 
toughness each equal to the total 
number of untapped artifacts, 
Creatures, and lands you control. 
“| have no master. | am chaos.” 
—Maraxus of Keld 
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“While the rest of us got paid to 
serve the Benalish army, the mili- 
tia didn't. | used to say they stood 


COMMON/WHITE 
Benalish Infantry 
2* 13 


“My favorite part of getting into 
the infantry was getting out 
again.” 


—Gerrard of the Weatherlight 


COMMON/WHITE 
Benalish Knight 
2* 22 


Summon Knight 

Iilus. Zina Saunders 

First strike 

You may play Benalish Knight 


Benalish Missionary 
* Ww 

Summon Cleric 

iilus. Pete Venters 

1 #, ©: Target blocked creature 
deals no combat damage this 
turn. 


“These horn-haters say no gods 
but theirs exist. | say let him find 
out for himselft—right now!” 

—Tahngarth of the Weatherlight 


COMMON/WHITE 
Duskrider Falcon 
l* Ww 


COMMON/WHITE 
Empyrial Armor 

1** 

Enchant Creature 

illus. D. Alexander Gregory 
Enchanted creature gets +X/+X, 
where X is equal to the number of 
cards in your hand. 

“An angel appeared in the smol- 
dering skies above the fray, her 
clothes as flames, her armor as 
fire.” —*“Hymn of Angelfire” 
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COMMON/WHITE 

Guided Strike 

1* 

Instant 

lus. Gary Leach 

Target creature gets +1/+0 and 
gains first strike until end of turn. 
Draw a card. 

“If you can kill your enemy with 
the first stroke, you save yourself 
the labor of the second.” 
—Gerrard of the Weatherlight 


COMMON/WHITE 

Heavy Ballista 

3% 2/3 

Summon Soldiers 

ilus. Ron Spencer 

«>: Heavy Ballista deals 2 dam- 
age to target attacking or block- 
ing creature. 

“Archers, ballistae—you can't 
even get near the island of 
Avenant.” 

—Gerrard of the Weatherlight 


COMMON/WHITE 
Kithkin Armor 
* 


Enchant Creature 

Illus. Charles Gillespie 

Enchanted creature cannot be 
blocked by creatures with power 
3 or greater. 

Sacrifice Kithkin Armor; Prevent 
all damage to enchanted creature 
from one source. 


COMMON/WHITE 

Soul Shepherd 

l* 2 
Summon Cleric 
Mus. John Coulthart 

*, Remove a creature card in 
your graveyard from the game: 
Gain 1 life. 

“The sidar who raised me had a 
saying: ‘The first step into death 
is the hardest.” 

—Gerrard of the Weatherlight 


UNCOMMON/WHITE 
Argivian Find 
* 


Instant 

lilus. Roger Raupp 

Return target artifact or enchant- 
ment card from your graveyard to 
your hand. 

“We often bury our pasts, and 
then someone comes along and 
digs them up.” 

—Gerrard of the Weathertight 


Aura of Silence 

l** 

Enchantment 

Iilus. D. Alexander Gregory 
Artifact and enchantment spells 
cost target opponent an addi- 
tional 2 to play. 

Sacrifice Aura of Silence: Destroy 
target artifact or enchantment. 


UNCOMMON/WHITE 
Foriysian Brigade 
a* 2/4 

Summon Soldiers 

ius. Kev Walker 

Foriysian Brigade may block 
two creatures each combat. 
(All blocking assignments must 
still be legal.) 
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“A double-edged sword lets you 
cut down your enemies with the 
backswing as well.” 
—Gerrard of the Weatherlight 


UNCOMMON/WHITE 
Gerrard's Wisdom 
2** 

Sorcery 

ius, Heather Hudson 

For each card in your hand, gain 
2 life. 

“Fighting without an army is 
called a duel, and you'll lose a 
duel if your enemy comes expect- 
ing a war.” 

—Gerrard of the Weatherlight 


UNCOMMON/WHITE 
Master of Arms 

2* 2/2 

Summon Soldier 

Iilus. Dan Frazier 

First strike 

1 #: Tap target creature blocking 
Master of Arms. 

“Being the best usually means 
proving it to everyone.” 
—Gerrard of the Weatherlight 


UNCOMMON/WHITE 
Mistmoon Griffin 

3% 2/2 

Summon Griffin 

Illus. David A. Cherry 

Flying 

If Mistmoon Griffin is put into any 
graveyard from play, remove 
Mistmoon Griffin from the game, 
then put the top creature card 
from your graveyard into play. 


UNCOMMON/WHITE 
Revered Unicorn 

1* 2/3 

Summon Unicorn 

Mus. David A. Cherry 
Cumulative upkeep 1 

if Revered Unicorn leaves play, 
its controller gains life equal to 
Revered Unicorn's last paid 
cumulative upkeep. 

“1 felt unworthy even to dream 
of it.” 

—Hanna, Weatherlight navigator 


Illus. Rebecca Guay 
Attacking does not cause 
Creatures you control to tap. 


Volunteer Reserves 
1* 2/4 
Summon Soldiers 

Illus. Kev Walker 

Banding 

Cumulative upkeep 1 

“I'm always a little leery of any- 
one who offers to kill other peo- 
ple for free.” 

—Gerrard of the Weatherlight 


RARE/WHITE 
Abeyance 
1* 
Instant 
illus. Thomas Gianni 
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Until end of turn, target player 
cannot play instants, interrupts, 
sorceries, or abilities requiring an 
activation cost. Draw a card. 
“I'm too modest a wizard to 
reveal the full extent of my abili- 
ties.” —Ertai, wizard adept 


RARE/WHITE 
Alabaster Dragon 
Sided 4/4 


Flying 

if Alabaster Dragon is put into any 
graveyard from play, shuffle 
Alabaster Dragon into its owner's 
library. 


RARE/WHITE 

Debt of Loyalty 

1 

Instant 

Illus. Pete Venters 
Regenerate target creature. Gain 
control of that creature. 

“1 killed him because | had to,” 
Starke lied to Gerrard. “But now | 
pledge my loyalty to you.” 


RARE/WHITE 
Inner Sanctum 

L1** 

Enchantment 

Iilus. D. Alexander Gregory 
Cumulative upkeep—2 life 

All damage dealt to creatures you 
control is reduced to 0. 

“Save me from Maraxus,” Starke 
pleaded, “or condemn me to his 
wrath. Either way, do not ignore 
me!” 


RARE/WHITE 
Peacekeeper 

2% Ww 

Summon Peacekeeper 

Illus. Donato Giancola 

During your upkeep, pay 1 #* 
or bury Peacekeeper. 


Illus. Cliff Nielsen 

During your upkeep, bury all arti- 
facts and enchantments. 

“Just think of me as the storm 
before the calm.” 

—Gerrard of the Weatherlight 


RARE/WHITE 
Southern Paladin 
2** 3/3 
Summon Knight 
Iilus. Douglas Shuler 
*#*, >: Destroy target red 
permanent. 
“Look to the south; there you will 
find peace and serenity.” 
—The Book of Tal 

* 
RARE/WHITE 
Tariff 
1* 
Sorcery 
Iilus. Kev Walker 
Each player chooses a creature 
with the highest total casting cost 
he or she controls, then pays an 
amount of mana equal to that 
creature's total casting cost or 
buries the creature. 


COMMON/ARTIFACT 
Jangling Automaton 
3 3/2 


Artifact Creature 

tilus. Adam Rex 

if Jangling Automaton attacks, 
untap all creatures defending 
player controls, 


COMMON/ARTIFACT 

Mind Stone 

2 

Artifact 

Ilus. Adam Rex 

>: Add one colorless mana to 
your mana pool. Play this ability 
as a mana source. 

1, ©, Sacrifice Mind Stone: Draw 
acard. 


UNCOMMON/ARTIFACT 
Chimeric Sphere 
3 


Artifact 

Illus. Colin MacNeil 

2: Until end of turn, Chimeric 
Sphere is a 2/1 artifact creature 
with flying. 

2: Until end of turn, Chimeric 
Sphere is a 3/2 artifact creature 
without flying. 


Ilus. Richard Kane Ferguson 
Whenever a creature is put into 
any graveyard from play, Dingus 
Staff deals 2 damage to that 
creature's controller. 

“A sharp conscience is the 
weapon of the soul.” 

—Hanna, Weatherlight navigator 


UNCOMMON/ARTIFACT 
Jabari's Banner 

2 

Artifact 

ius. Mark Harrison 

1, ©: Target creature gains 
flanking until end of turn. (When- 
ever a creature without flanking 
is assigned to block this creature, 
the blocking creature gets -1/~1 
until end of turn.) 


(ARTIFACT 


UNCOMMON) 
Phyrexian Furnace 
1 


Artifact 


Mus. George Pratt 
>: Remove the bottom card of 


1, Sacrifice Phyrexian Furnace: 
Remove target card in any grave- 
yard from the game and draw a 
card. 


UNCOMMOWN/ARTIFACT 
Serrated Biskelion 

3 2/2 

Artifact Creature 

Illus. Ron Spencer 

>: Put a-1/-1 counter on Ser- 
rated Biskelion and a -1/-1 
counter on target creature. 
“Whereas | was created to pro- 
tect, the biskelion was created to 
destroy.” —Karn, silver golem 


UNCOMMOWN/ARTIFACT 

Steel Golem 

3 3/4 

Artifact Creature 

Iilus. Donato Giancola 

You cannot play summon or arti- 
fact creature spells. 
“Although | would give my life to 
protect Gerrard, my conscience 
will not let me take another's. 
There are many who would not 
hesitate.” —Karn, silver golem 


UNCOMMON/ARTIFACT 


Straw Golem 
1 23 

Artifact Creature 

illus. Bryan Talbot 

If any opponent successfully 
casts a summon or artifact crea- 
ture spell, bury Straw Golem. 
“Don't look at me. | didn't 

build it.” 

—Hanna, Weatherlight navigator 


UNCOMMON/ARTIFACT 
Thran Forge 
3 


Artifact 

Illus, Mark Poole 

2: Until end of turn, target nonar- 
tifact creature gets +1/+0 and is 
an artifact creature. 

“This will work,” Gerrard called 
to the elves as he used the forge 
to strengthen the aboroth, “but 

if it doesn't, we won't survive 

to care.” 


UNCOMMON/ARTIFACT 
Touchstone 

2 

Artifact 

Iilus. George Pratt 

>: Tap target artifact you do not 
control. 

“One touch to the stone and the 
sidar's son turned me from stal- 
wart to statue.” 

—Karn, silver golem 


RARE/ARTIFACT 
Bésium Strip 
3 


Artifact 

Mus. Steve Luke 

3, >: Until end of turn, if at any 
time the top card in your grave- 
yard is an instant, interrupt, or 
sorcery card, you may play that 
Card as though it were in your 
hand. If you do so, remove the 
card from the game. 


RARE/ARTIFACT 
Bubble Matrix 


RARE/ARTIFACT 
Mana Web 

3 

Artifact 

Illus. Hannibal King 
Whenever any land target oppo- 
nent controls is tapped for mana, 
tap all lands he or she controls 
that can produce any type of 
mana that land can produce. 


RARE/ARTIFACT 

Null Rod 

2 

Artifact 

Iilus. Anson Maddocks 

Players cannot play any artifact 
abilities requiring an activation 
cost. 

Gerrard: “But it doesn't do any- 


RARE/ARTIFACT 
Thran Tome 

4 

Artifact 

Iilus. Donato Giancola 

5, ©: Reveal the top three cards 
of your library to target opponent. 
Bury one of those cards of that 
opponent's choice. Draw the 
remaining cards. 

Every line holds a tale, and 
between lie a thousand more. 


RARE/ARTIFACT 
Well of Knowledge 

3 

Artifact 

Mus. D. Alexander Gregory 

Any player may pay 2 during his 
or her draw phase to draw a card. 
Players may use this ability as 
many times as they choose. 


RARE/ARTIFACT 
Xanthic Statue 

8 

Artifact 

Milus. Hannibal King 

5: Until end of turn, Xanthic 
Statue is an 8/8 artifact creature 
with trample. 

“Until you have lived as a statue, 
do not talk to me of pigeons.” 
—Karn, silver golem 


RARE/LAND 

Lotus Vale 

Land 

iilus. John Avon 

When Lotus Vale comes into play, 
sacrifice two untapped lands or 
bury Lotus Vale. 

«>: Add three mana of any one 


UNCOMMON/LAND 
Gemstone Mine 

Land 

ius. Brom 

When Gemstone Mine comes into 
play, put three mining counters 
on it. 

>, Remove a mining counter 
from Gemstone Mine: Add one 
mana of any color to your mana 
pool. If there are no mining coun- 
ters on Gemstone Mine, bury it. 


RARE/LAND 
Scorched Ruins 
Land 


lilus. John Avon 

When Scorched Ruins comes into 
play, sacrifice two untapped lands 
or bury Scorched Ruins. 

«>: Add four colorless mana to 
your mana pool. 


RARE/LAND 
Winding Canyons 
Land 


iilus. John Avon 

>: Add one colorless mana to 
your mana pool. 

2, ©: Until end of turn, you may 
play creature cards whenever you 
could play instants. 


Play a Hand 
in History. 


The world’s mightiest Magic players are gathering 
for a final showdown. History will be ““* 


and you can be a part of it all. 
~ ahve oe svi il 
>a a diverse offering of Magic 
voy Ve everyone 
bs ¥ , Play in unique tournaments against 
\ opponents from around the world, 
and witness the highest level of rN 


Mine 


Wy 1 


‘ \ competiton. 


Format: {llultiple DCI Sanctioned Events 
| WOREE Can Prizes: $250,000 cash purse 

The 1997 Magic: The Gathering® World Championships. hisnasia 
August 14-17, 1997, Seattle, Washington OF Tait Coast 


* 
For general questions call Wizards of the Coast® Customer Service at (206) 624-0933, or send email to <eust serv@wi cards. com> 


Wizards OF THE Coast, Magic: The Gathering. and the “M” design are trademarks of Wizards of the Coast, Inc. ©1997 Wizards of the Coast, Inc 
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Each expansion will 
continue the epic 
story until it reaches 
___ its conclusion some 
| 4 time from now. Last 
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| Dips ine tale. the char. _ 
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short story to get the 
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THE DUELIST 


Sisay and her friend Gerrard were shipmates aboard the Weatherlight, ead theLegs 
together, but they parted|ways when Gerrard learned that Sisay was en 


ing him into accepting 
this responsibility 


iSay learns where she might 
fitid a piece of the Legacy, her search leads 
ieee to Starke, a self-serving fugitive from 
the plane of Rath. Starke soon betrays 
Sisay into the hands of Evincar Volrath, 
the dread ruler of Rath, to prompt the 
release of his daughter. Sisay’s disappear- 
ance will undoubtedly lure Volrath’s most 
hated enemy, Gerrard, to Rath. Gerrard 
and Volrath were once blood brothers 
within the same clan before Volrath fell 
from the grace of his father and turned on 
Gerrard, holding him responsible. Starke’s 
betrayal fails to free him or his daughter 
from Volrath’s influence, however, and he 
is forced to flee for his life from Volrath’s 
mercenary, Maraxus of Keld. Maraxus is a 
force of chaos, a brutal warlord with a 
taste for bloodshed. 
Exit Sisay. Exit Starke. 
The —— crew na nothing of 
: say's kidnap- 
“abductor is 


destiny as heir to the Legacy. He was not prepared to accept 


r his friends began to die trying to help him fulfill his role. 


abandon the Legacy. Thus, when Tahn- b 
garth and Hanna arrive, Gerrard agrees to 
help them rescue Sisay. Before departing, 
he leaves with a friend the only part of the 
Legacy he still owns: an hourglass pen- | 
dant, an artifact that belonged to his par- b 
ents and that he believes to be too 
powerful to risk losing in Rath. 

Enter Gerrard. # : 

The Weatherlights Thran engine can 
only be manipulated by a skilled wizard to 
“read” someone who has been to another 
plane. Once the engine has imprinted the 
destination, the Weatherlight can plane- 
shift. Gerrard’s limited training in magic is 
not enough to control the engine, and no Aa 
one on board has been to the m 
plane called Rath. So Gerrard” sug; 
they journey to Llanowar in search 
Mirri, a cat warrior who was trai 
magic with Gerrard and who tray 
him after he left the Weatherlight, years 
Miri may be able to Se 


| ee 
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venture out into the world and should be 
allowed to come with them. After the 
arrogant Ertai successfully passes Hanna’s 
“tests,” Barrin agrees to let him go. 
Enter Ertai. 


d deactivated and cov- 

the other Legacy 

cleme ay recovered. After consulting 

(“a tho ran Tome, another part of the 
» Legacy, Gerrard is able to bring his friend 
back to life. orn 

Enter Karn. o 
In Llanowar, Gerrard anid th 


the cat warrior Mirri te 


d aboard, the crew now 
Rath to provide the 
imprint of the 
sid the answer. 
ep into the 
they find the 
y elves : ybleman i leserted mansion. Ger- 
irri. Mi reluctan ve fd shows Crova: }sigil on the kidnap- 
me of and about Rath, and 
very little about 
: ne 2) * know someone 
rd agrees to help Mirri « iT the: d the rest of 

te ie - Pua et 
) h ha: Bee 1 rescu ght Crovax 
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CS 


say. £) . a fran c ) battle with 
Gerrard and his compa allowbraid 
riol on the 
de household 
fo rath. The 
s] moned 


ed 


on. a 
Nowe, 


vould 4 P 


the 


im. But Selenia vanished, and in 
Crovax learned shat at tamed 
e of Rath might know where she 
uld be found. Thus, Crovax had gone 
but and found ke, and although 
tar that Selenia was in Rath, he 
also knew that Crovax had been tricked by 
olrath into leaving his family vulnerable 
ew attacks. Crovax fled home. 
arke caught up to him shortly there- 
tarke was now on the run from a 
Warlord named Maraxus, who 


ape 


ewer 
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Gallowbraid and Morinfen, and they sail 
to find Starke. 

Enter Crovax. 

The home of Crovax’s friend is in ruins 
when the Weatherlight arrives. Maraxus 
and his troops are camped nearby and 
Gerrard guesses that the small patrol has 
captured Starke. After Mirri conducts a 
spying expedition to confirm that 
Maraxus is holding Starke, Gerrard 
arranges a rescue. He sends the Weather- 
light to safety, then he, Crovax, and Tahn- 
garth sneak into Maraxus’s camp to free 
Starke. 

The rescue doesn’t go as planned. 
Although they recover Starke, they are 
forced to flee into nearby mountains to 
escape. Maraxus gives chase, sending his 
ogres and lava hounds to pursue the fugi- 
tives. At length, Gerrard and his team are 
cornered in a box canyon, but the 
Weatherlight arrives, driving the enemy 
away and leaving of araxus hi mselfto 
challenge Gerrard. en Starke reveals _ 
the secret of Maraxus's streng that he 


draws po 


pee 
nu 


Gi cannot help but 
Starke knows—Gerrard 
Ship and crew away so that he 

the warlord alone. In the pitched 

ttle that follows, Gerrard is the clear 
victor, but before he can convince 
Maraxus to surrender and confess what 
he’s done with Sisay, Starke comes out of 
hiding. Instead of leaving with the others, 
he had remained and _ before 
Maraxus can expose him for a traitor, he 
stabs the Keldo n the»back. 
Maraxus dies. cod 
Sta 


Exit Maraxus. E 
As Gerrard an 
eatherlig 1 


r Volrath and obviously intended & 


ke. Unwilling to hide Starke 
forces of Volrath might find 


Starke nt i i 
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46 know nothing ahout a 
letter,” Starke said confidently, 
knowing he had sent it himself. 
“But, yes, I’ve seen your angel— 

Selenia? I saw her once in Rath.” 

The dark-skinned man, Crovax, stared up at 
the night sky and the rising moons above 
the foothills. His fists clenched and 
unclenched as he paced in front of Starke’s 
small, tattered tent. “Why? Why is she 
there?” 

Starke shrugged. “I don’t know. Why are 
you here?” 

Crovax looked at him blankly. 

“You surely see that the letter was a 
trick,” Starke stated flatly. This was easier 
to say sincerely because it was the truth, 
but it wasn’t nearly as satisfying as the lies. 
Nonetheless, Starke could already tell that 
he had once again succeeded in serving 
both sides simultaneously. “You were lured 
away from your home and from protecting 
your family. I don’t doubt that your pres- 
ence here with me serves Volrath’s ends 
admirably.” 

Again, Crovax made no response. Starke 
sighed. 

“The longer you're away, the greater the 
risk to your family. Volrath’s forces are 
probably devastating your home right 
now.” Starke could barely conceal his plea- 
sure—Crovax’s own fall from grace was 
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ensured by the nobleman’s selfish pursuit 
of the angel Selenia. “Your family may be 
dying even as we speak. You should go 
home, right away.” 

This seemed to draw Crovax from his 
stupor. “I wasn’t thinking. I left them alone 
just so I could find Selenia. I am cursed,” 
he whispered. 

“It takes some getting used to,” Starke 
agreed, but even as he spoke, Crovax 
turned and stumbled off into the darkness. 
Starke didn’t try to stop him; the noble- 
man needed to return home to see the 
destruction he had brought down upon his 
kin. It was the best way to prompt his fall. 

All right then; until we meet again, Starke 
thought, satisfied with the results of his 
plotting. He stared out of the tent toward 
the ridge where the Weatherlight waited. 
Crovax had confirmed for Starke that the 
one he sought, Gerrard, was no longer 
aboard. Captain Sisay, however—who 
would serve Starke’s purposes just as 
well—was still around. Dismissing his dis- 
taste for Volrath, Starke made his decision. 
It’s time I sought allies. 


Sisay had not been the savior he had 
hoped for; Starke understood that now 
that Volrath had forced his hand by send- 


ing one of Volrath’s mercenaries after him. 


I two days, everything had gone wrong. 


Sisay might have helped Starke with his 
plan for Volrath’s fall, had the fates not 
been stacked against her. Starke had actu- 
ally liked her. He believed she might have 
been able to contest Volrath, and that was 
why he had told her Volrath’s secrets. In 
turn, she might have helped Starke rescue 
his daughter from Volrath’s hands. He had 
believed she could do it. 

And then came Maraxus, Volrath’s mer- 
cenary, and the deal that Starke had been 
forced to make to save his own skin. They 
had taken Sisay—and Starke had helped 
them. By taking Sisay prisoner, Starke 
argued to his would-be executioners, they 
might lure their real enemy, Gerrard, out 
into the open. And surely, Starke had 
thought, such a plot would merit his 
daughter's freedom. 

In the end, though, it had made no dif- 
ference. Volrath and Maraxus still refused 
to free him from servitude and still refused to 
free his daughter. He had gained nothing 
by betraying Sisay, and now he was on the 
run again, praying every moment that 
Sisay’s allies wouldn't learn of his involve- 
ment in her capture and that he might find 
a new ally before Maraxus could catch him 
again. He knew where he wanted to be 
when Gerrard finally appeared and caught 
up with him. 

He found Crovax three nights later. 


ILLUSTRATION BY CLIFF NIELSEN 


As Starke approached Crovax’s camp, he 
noticed that the nobleman’s eyes were 
bloodshot and his head bobbed with 
weariness. 

Starke fell at his feet in the darkness. 

“Hide me,” he gasped. 

“What?” Crovax seemed dazed, as if he 
couldn’t understand the language. “What?” 

“I helped you. I risked everything by 
revealing Volrath’s plans to you.” Starke 
pulled himself to his knees. He chose his 
next words carefully so as rt re to. 
Crovax that he had deliberately placed a 
sigil in Sisay’s kidnapping letter to bring 
Gerrard to Crovay’s estate. “Now he intends 
to kill me for sending you back to protect 
your family. You have to hide me from the 
warlord he has sent to murder me.” 

Crovax slowly sat down in front of 
Starke. “I cannot hide you in my home.” 

“Please.” 

“There are servants of Volrath in the 
swamps around my estate.” Crovax closed 
his eyes for a moment, swaying back and 
forth as if in a trance. Just as Starke was 
convinced he had fallen asleep, Crovax’s 
eyes opened again. “I have a friend, Alaric, 
who will hide you. He lives close enough 
that you can make it on your own.” 

“I won't make it much further,” Starke 
said. “I’m tired of running.” 

“Run a little longer,” Crovax suggested. 


great gray ogre jerked Starke from 

his hiding place in Alaric’s wine 

cellar, and Starke was hard- 

pressed not to fight. He knew it would be 

useless; it would only get him killed. The 

ogre’s massive sawteeth ground together i in 
the beast’s excitement. ~ 

All around Starke, Maraxus’s forces tore 
down Alaric’s elegant mansion in the 
canyons, looting the chambers of exotic art 
and precious metals. There was no reason 
to do so, really. Starke knew it was 
Maraxus’s rage, not avarice, that drove the 
destruction—rage at being evaded, rage at 
having to find Starke again. 

Maraxus had followed his trail to 
Crovax and, finally, to here, and he would 
make Alaric pay for the inconvenience. 
Starke’s captor shoved him from behind, 
sending him s g into the mansion’s 


foyer, where more ogres looted and pre- 


pared to burn the house. Maraxus stood 
just outside the front door, his mask pulled 
far enough from his face so that he could 
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scratch beneath it, his eyes squinting into 
the fading sun. As Starke was brought for- 
ward, the warlord carefully adjusted his 
mask back into place. 

“Your friend who hides you is dead,” 
Maraxus said simply. 

“He wasn’t my friend,” Starke answered. 

Maraxus shrugged. “You should not 
have run.” 

Starke said nothing, and Maraxus 
clearly took his silence as mourning, for 
the warlord laughed as he drew his sword. 
He used the point to tear the top button 
from Starke’s vest. 

“Volrath is not through with you,” he said. 

“I never doubted that.” Starke quivered 
slightly as he watched two ogres, their 
claws and teeth bloodied, stagger d 
the manor’s magnificent staircase, dr 
ging thick leather bags behind them. The 
bags thumped and banged down the 
stairs, leaving a wet red trail in their wake. 

“Take him to the camp,” Maraxus ordered. 
“Volrath might still want him alive.” 

As he preceded his captor out into the 
ruined courtyard of Alaric’s gutted home, 
Starke wondered who or what might save 
him from Evincar Volrath, Maraxus of 


Keld, or the sawtooth ogres who all waited 


for his blood. 


errard turned in time to catch 

Starke just before he collapsed face- 

first into the sands of the canyon 
floor. Starke moaned as Gerrard handed 
him over to the | towering minotaur behind 
them and e hanged a weary glance with 
Crovax, who was serving as rear guard. 
The canyon where the small group walked 
seemed vast and nearly without end. 

“You should carry him, Tahngarth,” 
Gerrard said. 

“If we're attacked by hounds again, I 
drop him,” the minotaur answered as he 
sheathed his sword and hefted Starke over 
his shoulder. “Otherwise, his weakness 
kills us all when I cannot fight.” 

“You have my permission to drop him,” 
Gerrard said. As they continued to walk, 
he looked up at the dark sky, thankful that 
the day’s heat was gone, and then glanced 
at the nobleman. “Crovax, I need you to 
scout ahead. They must be around here 
somewhere.” 

Crovax hissed in frustration. “You 
assume Maraxus’s troops didn’t find the 
ship and overrun it.” 


“Yes. I assume that. They’re ogres; they 
don't fly.” Gerrard stopped against the 
canyon wall, wiped his hand across his 
damp forehead, and sat down. “This is as 
good a place as any to stop.” 

The minotaur Tahngarth slowly lowered 
Starke to the ground, then sat down beside 
him, sweat dripping from his great snout. 
Starke’s eyes fluttered open, and he 
watched as Crovax slipped off into the 
night to scout ahead, as he had done the 
previous two evenings since the trio had 
rescued Starke from Maraxus of Keld’s 
camp. Despite the rescue, Starke knew he 
could no longer count on anyone but him- 
self to get him out of the ever-tightening 
noose Volrath had placed around his neck. 

“Maraxus has a secret,” he whispered 

ugh cracked lips. He watched Gerrard 
lean in closer, gratified that he could still 
play the game, despite his weariness, despite 
his fear. “A secret that might kill him.” 


platoon found them. They came 
along the canyon’s east wall, the 
sawtooth ogres out in front, their teeth 
clicking as they moved. The warlord 
Maraxus towered behind them, his face 


J sion em Thy his 


hidden by his torturer’s mask, his massive 


curved blade held ready in his right hand. 

“Their bones will belong to whoever 
brings them down!” he bellowed, pointing 
his blade at the four men who, seconds 
before, had been sleeping in a boulder’s 
shadow. The ogres howled at the promise. 

Starke, who had almost convinced him- 
self that he might never have to face 
Maraxus or Volrath again, began to moan 
as Gerrard, Tahngarth, and Crovax scram- 
bled to their feet and drew their weapons, 
their backs to the canyon wall. There was 
nowhere to go. 

Gerrard assessed his enemies, counting 
their numbers and wondering how they 
might get out of this. 

“Give me the traitor,” Maraxus de- 
manded of Gerrard as his forces drew 
closer. The ogres spread out in a ragged 
line to block escape, maces at the ready, 
and Maraxus moved ahead of them until 
he was nearly in striking range. “Give him 
to me and live.” 

Gerrard glanced at Starke and shrugged 
indifferently. “No.” 

Maraxus paused. “Then you will die, 
and I will take him.” 
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“Tf he’s that important to you,” Gerrard 
said, “one of us will be sure to kill him 
before we go down.” 

“Tl do it,” Tahngarth said. 

Starke began to consider what offer he 
could make to Maraxus that might save 
him, but nothing worthwhile came to 
mind. 

Further out on the canyon floor, a 
shadow passed, and Starke shuddered, 
imagining that it was dea come at last 
to find him. 

“T don’t want to die,” he fr 

Tahngarth laughed lightly. “It’s the best 
hiding place there is. Be glad you know 
how to get there.” 

Maraxus gestured, and the ogres surged 
forward, their teeth bared, their weapons 
raised high. They shouted one another 
down in their eagerness to be the first into 
the fray, the first to draw blood. Gerrard 
licked his lips and assumed an attack 
stance; Tahngarth and Crovax followed 
suit. Starke drew his dagger, contemplat- 
ing the advantage of tossing it aside in a 
gesture of surrender. 

And then the Weatherlight fell from 
above, dropping amidst the ogres, scatter- 
ing them like leaves on the breeze. As the 
ship moved the length of the canyon, ogres 
hacked at its hull with maces and claws, 
their aggression focused on the ship 
instead of the battle at hand. They cried 
out in surprise as the steady press of the 
Weatherlight flung them crashing against 
the canyon walls. Sand whirled in a 
makeshift storm, and when it settled, only 
the warlord Maraxus remained from his 
original squad. His cloak had been torn 
from his shoulders and he appeared to be 
dizzy, but otherwise he seemed unharmed, 
only furious. His ogres—those who had 
not fled the canyon in terror—lay dead all 
around him. 

“Tahngarth,” Gerrard said, never turn- 
ing his eyes from the warlord, “when the 
ship comes back, I want you, Crovax, and 
Starke to get aboard.” 

The minotaur harumphed. “We still 
have ¢his fight.” 

“No—I have this fight. If Starke’s telling 
the truth, the warlord will be weaker when 
all of you are gone.” ; 

“Tf You put too much faith in that word.” 

Maraxus found his footing again and 
hefted his great sword with one hand. As 
he closed, Tahngarth and Crovax sepa- 
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rated from Gerrard, backing up until they 
were out of the canyon’s shadows and in 
the open. The Weatherlight crew pulled 
sails and hovered the ship in, dropping 
rope ladders over the side. 

Maraxus watched the minotaur and the 
nobleman as they pulled themselves to the 
ship above, his eyes wide and angry within 
his face mask. “You will still die,” he 
growled, turning back to Gerrard. 

“I've heard that before.” Gerrard raised 
his sword’s point until it was aimed 
directly at Maraxus’s broad chest. “Starke 
told me all about your secret—that you 
draw your strength from whatever's 
around you, whoever’s near. Look around. 
You're alone.” 

“There is still you.” Maraxus swung a 
vicious but inelegant blow at Gerrard's 
head, a decapitating strike if not for its 
sloppiness. Gerrard backpedaled, sword in 
parry position, and waited for Maraxus to 
close again. When he did, Gerrard stabbed 
at his belly. The warlord deflected the blow 
but the tip touched high and cut him just 
the same. Blood running down his chest, 
Maraxus batted his enemy’s thinner blade 
aside, slashing twice across Gerrard’s mid- 
dle. The first blow nicked Gerrard’s chest; 
the second neatly sliced open his shirt 
sleeve and cut a great gash across his upper 
arm. Sidestepping Maraxus’s next swing, 
Gerrard landed a clean cut across the war- 
lord’s sword arm. Maraxus hesitated, sur- 
prised, and the strength seemed to go out 
of his body. He sagged as if worn from a 
long march. 

“Surrender,” Gerrard said, his breath 
coming in ragged gasps. “There isn’t any 
need to—” 

Maraxus suddenly lurched forward, his 
eyes wide, and his mask twitched as his 
facial muscles clenched. The warlord 
began to quake. His sword slipped clum- 
sily from his fingers, and he groped over 
his shoulders with both hands, searching 
blindly for the dagger buried at the base of 
his neck. He drew one hand back, cocking 
his head to examine the thick pool of 
blood in his palm and then half turned to 
stare at Starke, who crouched behind him 
in the red sand. 

“Not through with you,” Maraxus mut- 
tered slowly. His voice was small and 
muffled by his face mask. 

“Yes, you are,” Starke said. 

And Maraxus fell. 


“ ou didn't have to do that,” 

¥® co said, scowling at 

Starke as they waited for 

the Weatherlight to return for them. 

Nearby, large desert flies were already 

swarming with interest across 
Maraxus's corpse. 

“Yes, I did,” Starke said. He felt 
lightheaded with the thrill of the 
kill—the risk that Maraxus would 
expose Starke’s betrayal of Sisay had 
been too great to risk letting the war- 
lord live. So Starke had stayed behind 
when Tahngarth and Crovax had 
gone, hiding behind a boulder, waiting 
for the moment to free himself from 
Maraxus by murdering him. The act 


had simply felt good. “He had to die. 


My loyalty is to you.” 

Gerrard laughed harshly as he held 
his wounded arm. “You have a strange 
way of showing it.” 

“I can lead you to Rath,” Starke 
answered. “I can help you find Sisay. 
And you know that all I want in return 
is my daughter's freedom.” 

The Weatherlight appeared above 
the canyon wall, and the two men rose to 
watch it approach. 

“Who's to say you didn’t simply 
hand Sisay over to Volrath to get your 
daughter back?” Gerrard asked, look- 
ing pointedly at Starke. 

“I say.” Starke met Gerrard’s stare. 
“What kind of fool would betray 
someone and then ally himself with 
that person's friends? Just whose side 
do you think I’m on anyway?” 

“T have no idea,” Gerrard said. “Your 
own, I guess.” 

Starke sighed as if insulted, amused, 
and tired all at once. The last scheme 
was in place. “I’m on your side.” 

Gerrard looked up as the Weather- 
light drew closer. “I have no reason at 
all to trust you, Starke. But I need you 
to get us to Rath. So if you help us, 
we'll help you—but we'll know where 
you are and what you're doing every 
moment. I’'// know.” 

Starke nodded as if in complete 
agreement. LL\ 


Besides writing story for Magic, Michael 
G. Ryan is an avid Magic player who 
has always had a fondness for Keldon 
Warlord. 
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o rule the world is a dream of cartoon 

mice and the 21st-century corporations 

that inhabit netspace. World Domina- 

tion, an agenda from the Proteus 

expansion, aims for just that. No muss, 

no fuss—advance and score one 
agenda, and the world is yours. 

Part of World Domination’s charm lies in its 
“B-movie extravagance: in one fell swoop, rule 
the world and win the game! The card is also 
intriguing for its impracticality. No one normally 
includes it in even a whimsical deck, as the obvi- 
ous question “How do you score it?” deflates 
many ambitious players. There are, however, 
ways to construct a deck that gives our plan a 
real chance for success. 


Serious Planning 

The World Domination agenda is difficult to 
accomplish. We must add twelve advancement 
counters to the card in order to gain 3 agenda 
points, plus the card-text bonus awards 4 addi- 
tional agenda points. In contrast, the second- 
hardest agenda to complete is Political 
Overthrow, which awards 6 agenda points for 9 
difficulty. On the other hand, a Runner opposing 
a forty-five-card Corporate deck containing six 
World Dominations has to steal three of them to 
win, whereas we need only score one. But it’s 
inordinately difficult to advance an agenda 
twelve times. 

There are two methods of agenda advance- 
ment. One is to pay ## to add one advancement 
counter to the card. The other is to pay €&, 4%, or 
#% to play operations that permit multiple 
advancements (Systematic Layoffs, Management 
Shakeup, Project Consultants). To score World 
Domination directly from HQ would cost 40 bits— 
that is, % to play Overtime Incentives, which 
gives us four actions to install World Domination, 
and then ## to play three Project Consultants. 

The first method is cost-efficient but very slow. 
The longer the agenda remains in the fort, the 
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more likely it is that the Runner will steal it. The 
second method is expensive, but often results in 
scoring agenda directly from HQ. A crafty CEO 
will advance World Domination with both meth- 
ods, often in combination. 


World we a 


ar 


The Preemptive Strike 

In the earliest stages of the game, the Runner is 
searching for icebreaking programs and working 
to earn the bits necessary to install and run them. 
We can get off to a fast start by swiftly creating a 
subsidiary fort and advancing our agenda. And 
since this deck relies on just one subsidiary fort, 
it is not so easily hindered by a Runner hoping to 
spoil our plans with Precision Bribery (a Proteus 
resource that prevents us from establishing any 
subsidiary data forts until we take an action and 
pay €¥ to trash it). 

By installing inexpensive ice, we can halt the 
Runner while saving bits to pay for agenda 
advancement. Quandary and Scramble are the 
cheap code gates of choice: even a Runner 
equipped with Codecracker or Proteus’s Skeleton 
Passkeys will have to pay ## or €¥# to pass them. 
Data Wall 2.0 and Crystal Wall are low-cost walls 
that exact a toll from a Jackhammer-toting Run- 


DEL 


ner. The sentry Shock.r costs merely #§, but the 
Runner has to break its subroutine in order to 
pass the next piece of ice, even something as frail 
as Filter. And with such inexpensive ice, we can 
afford to layer it quite thickly on the fort. 


The Setup 

The subsidiary fort protecting our agenda 
requires some upgrades for best effect. Two 
basic ingredients are Red Herrings and Bizarre 
Encryption Scheme. Red Herrings is intended to 
frustrate a cash-strapped Runner who makes his 
or her move before we are able to score World 
Domination. It imposes a toll of ## to steal the 
agenda, which is quite likely to exceed the Run- 
ner’s available resources. But when the goal is in 
our sights, Bizarre Encryption Scheme slaps a 
much stronger lock on the fort by giving us one 
last chance to advance and score the agenda, 
even if the Runner successfully breaks in. 

We need an expert sysop to manage our ice 
effectively. Here is where Chester Mix serves us 
best, by reducing the installation cost of ice by 
up to #%. We can further bolster our protection 
by establishing the fort in the New Galveston 
City Grid, which increases the cost to trash other 
upgrades in the region. This is preferable in the 
early planning stages. Later, after we have 
installed additional ice, we can benefit from 
moving operations to the Rio de Janeiro City 
Grid (overwriting New Galveston), which has a 
sixteen-percent chance of ending the run each 
time the Runner passes a piece of ice. 

Should the Runner install all of his or her 
other icebreakers, or worse, a generic icebreaker 
like Bartmoss Memorial or Krash, we will have to 
move quickly. Here is where we can call upon 
Edgerunner, Inc., Temps to install an upgrade, as 
well as another piece of ice or two. 


Nose to the Grindstone 
Trying to take over the world requires focus. Bits 
should be gained through operations, like 
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Accounts Receivable and Credit Consolidation, 
rather than nodes, since they pay more per 
action. Also, the fewer nodes there are in our 
deck, the fewer useful cards the Runner can trash. 
Accounts Receivable, which is playable from the 
initial draw, is preferable to Credit Consolidation 
since time is of the essence—soon the Runner, if 
not some masked superhero, will come calling. 

Silver Lining Recovery Protocol is a useful 
inclusion: it should result in one or sometimes 
two large bit influxes per game if the Runner 
steals a partially advanced agenda. For example, 
if the Runner steals a World Domination that was 
advanced seven times, we can cash in two Silver 
Lining Recovery Protocols for €* per advance- 
ment counter. This nets us 42 bits, more than 
enough to play the game-winning combination. 
We must be careful not to include too many Silver 
Linings, though, as their usefulness depends on 
our losing agenda and they take up a valuable 
card slot in HQ. 

Though nodes are less desirable than opera- 
tions, one BBS Whispering Campaign can be 
installed without ice, and the ## per action it pays 
can bring our bit pool to the level needed to play 
Accounts Receivable. However, drawing Whisper- 
ing Campaign bits must always be secondary to 
advancing World Domination, and Silver Lining is 
the primary bit engine. 

Euromarket Consortium is another useful 
node, for the hand size it allows is crucial to any 
Corporate headquarters housing three Project 
Consultants and an Overtime Incentives, in addi- 
tion to any agenda. Euromarket confers the addi- 
tional ability of drawing two cards with one 
action. When we are trying to score World Domi- 
nation, the power to draw quickly to a needed 
Project Consultants is a huge advantage. A Euro- 
market draw may also result in a timely Silver Lin- 
ing. Some managers, though, may prefer to 
substitute the operations Day Shift and Night Shift 
for the more vulnerable node. 


Danger! 
Provided we get off to the quick start we need, 
World Domination will be installed and advanced 
several times before the Runner can take action. 
At this point, the Runner must be wary of an 
ambush node, and such caution gives us time to 
further advance our agenda with impunity while 
he or she searches for a detection card. 

We can play on the Runner's nerves by includ- 
ing one ambush node in our deck. Virus Test Site 


suits us well in this regard: if the Runner accesses 
Test Site from a central data fort, he or she might 
be scared away from the heavily advanced 
agenda. Also, the single point of Net damage it 
does could cost a critical card. And should the 
Runner quickly steal two World Dominations while 
we cannot redeem Silver Lining Recovery Protocol, 
a Virus Test Site installed and advanced vigorously 
could lure a cocky Runner to a quick demise. 


Enemies Are Everywhere 

It's not easy trying to take over the world. A canny 
opponent can bring our grandiose plans crashing 
down if we are not careful. The Runner can dra- 
matically alter the contest by playing a prep that 
awards an additional agenda point, like Promises, 
Promises (from Proteus) or Hot Tip for WNS. 
Then the Runner need only steal two agenda to 
win the game, instead of three. 

The best Runner attack is to ignore the sub- 
sidiary fort until the last possible moment, and 
concentrate on stealing agenda and trashing 
upgrades from the central forts. Virus decks are 
more effective against a World Domination strat- 
egy than any other. Our best defense against this 
is a full coffer, bringing the “last possible 
moment” closer than the Runner might suspect—a 
World Domination advanced five times is in range 
when we have # (Overtime Incentives, three 
advances, and Project Consultants). But such an 
approach makes us vulnerable to a Runner strat- 
egy bent on strangling our cash flow. 

Generally speaking, we must play economi- 
cally. Given a choice between using an action to 
install one card, or to draw the last bit needed for 
Accounts Receivable or Credit Consolidation, we 
should draw the bit and hope to use Edgerunner 
to install the card later. (Of course, this is fine Cor- 
porate strategy in any competition!) We must 
keep our powder dry, too, and avoid playing Pro- 
ject Consultants until it wins the game. 

World Domination is rarely a serious tourna- 
ment strategy, for if we lose the game we will 
score 0 agenda points. It’s an all-or-nothing 
approach. But for those with a free-wheeling 
management style and a corporate culture that 
encourages risk-taking, there is plenty of fun to be 
had just in trying. 0 


Frisco Del Rosario ts a senior analyst fora 
California software company, a nationally 
recognized chess journalist, and a dedicated 
Netrunner player and strategy analyst. 
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This deck won the SiliCon Netrunner 
tournament held at Sunnyvale, 
California, in December 1996. 


Agenda 
6 World Domination* 


Ice 
3 Crystal Wall 
2 Data Wall 2.0 
2 Quandary 
3 Scramble 
4 Shock.r 


Nodes 
1 BBS Whispering Campaign 
1 Euromarket Consortium 
1 Virus Test Site 


Operations 
5 Accounts Receivable 
1 Credit Consolidation* 
2 Edgerunner, Inc., Temps 
1 Efficiency Experts 
1 Overtime Incentives 
3 Project Consultants 
3 Silver Lining Recovery Protocol 


Upgrades 
1 Bizarre Encryption Scheme 
1 Chester Mix 


1 New Galveston City Grid 
2 Red Herrings | 
1 Rio de Janeiro City Grid ; 


*From Proteus 
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— @ sCrusade! 
Niablerie and Warfare 
Among the Sabhat * 


AR ar. stand-alone expansion for Vampire: The Eternal Struggle introduces a new se 
; ee 

the Worldof ue card game—a tightly knit society of violent, screw-the-consequences | 
SN Although they're already vile and nasty, @ few r 


“Crusade!” increases the stakes for games that use sa 


—Alvaro, ‘Aitishop of Pittsbur; 
THE WAR BET the Sabbat and the Cz 
and, well, bloody. ualties are high, and only co 
packs are likely to survive. The following ar 
Any vampire of one 
sect as a directed acti 
however, it does mean that any 
combat is in trouble. Cards such as Ambush 
Rush, Haven Uncovered, Monomaney, : and 


a dd Covenant 
a and independen 


ently: cks | 
‘ac normally at 


of the clan and r 
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» each other to worry about meting out punishment. However, the 
“ges + Sabbat does punish vampires in positions of weakness. The 

ate ibe strong may diabolize pretty much at will; the weak should be 

careful. The following rules apply. 


4? A second i important change invo diablerie. Diablerie is blood = = 
theft, the draining of one vampire’s blood by another vampire. 2 
Among the Camarillay diablerie i re than just frowned : 
upon—it is punished by death if wered. The harsh realities r 
of existence among the Sabbat, thought m mak theft amat- 
ter of necessity. In “Crusade!”, committing diabl inst the : 
enemy has no repercussions. The vampires are too bu ing z 


Vampires may commit diablerie normally, but Blood Hunts 
are only called if one Camarilla vampire diablerizes another. In 
this case, Camarilla vampires may vote on the Blood Hunt nor- 
mally. If a Sabbat vampire gains the Favor of the Elders (see 
sidebar) before diablerizing a member of the Sabbat, she gets 
away with it. 

One note of caution to the would-be Diabolist: diablerie is 
not a stealth action, so be prepared to fight if the Methusaleh in 
question has any ready vampires to spare. 


Card Strategy 


The focus of play in “Crusade!” is shifted away from slow and 
careful accumulation of power and toward all-out aggression. 
As a Crusader, you have four goals: 1) bring out vampires capa- 
ble of surviving the war, 2) attack other vampires and send 
them to torpor, 3) prevent your own vampires from going to 
torpor, and 4) make the most of diablerie to end opposing 
threats. 

Recruiting Troops. In this new environment, low-capacity 
vampires are less valuable because they are more easily sent to 
torpor. Vampires with a capacity less than 4 are usually too 
small to survive repeated combats. Increase the size of the vam- 
Pires in your crypt and play with Information Highway to get 
your bruisers out quickly, Recruitment and Effective Manage- 
ment are more valuable than usual because of the high casualty 
rate among minions. Plan on using Giant's Blood, Minion Tap, 
and other blood-adding tools to keep your vampires in the 
game. 

To Torpor We Shall Go. As you might expect, aggravated 
damage is useful for getting foes into torpor. Combat cards 
guaran Fortitude, Potence, and Animalism are also more 
* important thatwusual i in this environment. Decapitate is espe- 
cially helpful in taking opposing vampires out of the game. 

‘ s a combat deck, though. Stealth-bleed : 
need another way of winning combats. 
ne answer to the problem. This card from 
expensive but reliable way to send vam- 
other option is to avoid the combats 
entirely. Invest hea in Majesty, Open Grate, and Elysium: 
The Arboretum to keep from being pummeled. 

Avoiding or Recovering from Torpor, Since any vampire in 
torpor may be diablerized by any opposing vampire in Crusade 
games, recovering from torpor is more important than usual. 
How do you avoid the sleep of the dead? Either don't go into 
torpor in the first place or recover faster. 

Secure Haven (from Dark Sovereigns ) is extremely valuable 
for political or stealth-bleed decks. Combat-avoidance cards, 
especially Thoughts Betrayed (also from Dark Sovereigns ), are 
also crucial in slowing down the press-heavy, multiround com- 
bats that can destroy even the largest vampire in a hurry. 
Malkavian tricks mivoleing Change of Target and Bomb may 
also work. 

Recovering faster requires some planning. Waiting for a good 
time to bring a vampire out of torpor is not an option. It’s sim- 
ply too easy to lose the vampire entirely. Blood-transfer cards, 
such as the various hunting grounds, Inbase Discotek, and Ser- 
mon of Caine, will allow you to keep blood on your vampires. 
Chantry helps the Tremere a great deal, and any Tremere deck 


The Sabbat body count has always been high. 
This rule keeps it high. 


may first seek the Favor of the Elders. The Favor is a 

vote taken before diablerie is committed. Only Sabbat 
bishops, archbishops, cardinals, and prisci may vote. Vote 
cards cannot be played, just as in Blood Hunt votes among 
the Camarilla. No ready minion is required to call the vote, 
the vote cannot be intercepted, and the Favor of the Elders 
vote does not count as a political action. 


‘ vampire seeking to diablerize another Sabbat vampire 


If the vote passes, diablerie may be committed with the 
elders’ permission and the Diabolist suffers no penalty. If 
the vote fails and a Sabbat vampire is diablerized anyway, 
the Diabolist is burned. Non-Sabbat vampires may not 
secure the Favor of the Elders. 


This freedom to diablerize rewards the strong and penalizes 
the weak. It also leads to infighting among Sabbat. Then 
again, civil war within the sect itself has always been a prob- 
lem. If you like, experiment with Favor of the Elders during 
normal, non-Crusading games using just Sabbat vampires. 


should include several. Sadly, it doesn’t help the Tremere 
antitribu. 

Rapid Healing would seem to be a quick fix for Fortitude 
decks to recover, but look again. Rapid Healing requires a +1 
stealth action that any vampire can use to intercept and diabler- 


») ize the vampire using Rapid Healing—and in the Crusade 


environment, that’s an invitation. 

Final Death. Once you have an enemy vampire in torpor, 
you'll want to burn him. The simple way to do this is by send- 
ing a minion to commit diablerie. This is especially nice since 
that minion can gain a Discipline master card, increasing her 
capacity. 

Sometimes, though, you can’t send a minion to do the dirty 
work. Maybe you need her actions for something else. Maybe 
she can't handle combat monsters. Other options are available, 
including Amaranth, which allows a minion to combine two 
actions and commit diablerie immediately upon sending the 
target vampire to torpor. Likewise, The Sixth Tradition: 
Destruction provides a useful Camarilla response to Sabbat 
bloodlust. 

Other useful tools in a Crusade deck’s offense include 
Nephandus, a Tremere onsen who excels at wiping out 
Camarilla vampires in torpor. In addition, Soul Stealing from 
Dark Sovereigns, usually a second-rate card, is almost viable in a 
Giovanni Crusade deck. 


Harry Hunting 

As you can see, “Crusade!” requires some changes to standard 
deck construction, but it does result in shorter, deadlier, and 
bloodier games. And that, dear reader, is what the Sabbat is all 
about. & 
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for the glory of 
the game. 


See your national team selected 
and duel for personal glory 
with other top players 


from around the country. . ., 


Meet the best. 
Beat the rest. 


1997 U.S. National Championships—July 18-20 

Origins” “97 International 

Game Expo & Fair, Columbus, Ohio 

Format: Limited (Rochester Draft: Mirage Visions” Weatherlight’) and Standard Constructed (Iype Il). 
Top 4 players will be awarded invitations to the 1997 World Championships taking place August [3-17, 1997, in Seattle, Washington. 
fi variety of Magic events will be open to everyone during the U5. National Championships at Origins. 
Last chance to qualify will be on Thursday, July 17, in six US. National Qualifier tournaments held 
throughout the day at Origins. Two invitations will be awarded per tournament. 

(all (800) §29-EXPO for more information. 


1997 Canadian National Championships—July 12-13 

Presented by Future Quest 

Best Western Primrose Hotel on Carlton Street, Toronto, Canada 

Saturday, July 12: Standard Constructed (Type Il). 

Top players feed into Sunday's finals, 

Sunday, July 13: Limited (Sealed Deck: Mirage-Weatherlight) and Standard Constructed (Type tl). 
Regionals winners and top players from previous day compete in a draws of 64, players. 

Top 4 players will be awarded invitations to the 1997 World Championships taking place August [3-17, 1997, in Seattle, Washington. 
Cost: CANl $28/U5 $20 in advance, CAN $35/US $25 onsite. Tournament open to all Canadian Magic players 
(citizens and residents). 

Over twenty sanctioned side tournaments to be held throughout the weekend open to all Magic players! 

For reservations and special room rates at Best Western, call (B00) 268-8082 and mention Magic 

For advance registration call (905) 524-5725, and for more information check «www futquest.com» 


LOGO BY PAUL ALLEN TIMM 


Armistice Favors the Patient 


A Totally Inappropriate Expansion for BattleTech 


he year 3052 marked the close of the Clan War, the setting for 
the BattleTech TCG main set and the Counterstrike expansion. The 
legendary Natasha Kerensky and Hanse Davion have faded into his- 
tory, and Twycross and Luthien are only distant memories. Now the 
characters of the BattleTech universe are about to experience some- 
thing they've never known before: peace. 

And so will you! Late last winter, Glenn Elliott, Shawn F. Carnes, 
Paul Peterson, and Mike Selinker began work on Armistice, the new 
expansion for BattleTech, subtitled “3053: The Clans Go Home.” 
Originally titled BattleTech: Get The Hell Off My Lawn!, Armistice 
reengineers those gigantic battle tanks to useful implements of society. 
Former Mechjocks take worthwhile positions as schoolteachers and 
lumberjacks, while munitions works are converted to bicycle factories. 

Now, fresh from the horrors of universe-wide war, your BattleTech 
decks can take some much deserved R&R. Cool off those jump jets 
and kick back with a lemon spritzer. Hurry up and wait. 

Experience the quiet. Experience the retraining. Experience... 


Card Spotlight 
The Clans hit the road 
in the Winnebago D tano ceruiser. 


Take Your Best Shot 

In designing our flavor text for Armistice, we tried to accu- 
rately capture the peacetime pressures of 3053. You too can 
try your hand at flavor text, by matching the Armistice cards 
on the left with the text on the right. Keep it smooth! 


CARD FLAVOR TEXT 
- Aphrodite D HouRGLAss A. “Adept Carnes, what are 
. Bob Kerensky, you...Hey, is that HBO?” 
Insurance Salesman B. “He's hit into the bunker, sports 
. Bored Pilot fans! Y'know, Chet, | wouldn't 
. Chaperone Missile Tank have thought the ball would fit 
. through the machine-gun slot. 

. Point Defense Lasershow a . 

z . | know your dad's a general, but 
. Retrofitted Trailer Hitch doesn’t this seem a bit much?” 
Statue STT-000 D. “I'm afraid I'm going to have to 
. Thespian Prime MIKADO put you on report, and the cost 
. Using the HPG to of that outhouse is coming out of 
Steal Cable your pay.” 
. 3053 Hanover Golf E. “A standard modification is 
Champion removing the engine to make a 


‘a 


dandy toolshed.” 
This spoot has been brought to F. “It can unfold into a proscenium 
you by Glenn Elliott, Shawn arch stage, complete with Greek 
Carnes, Paul Peterson, and Mike chorus.” 
Selinker, who wanted to focus on : os 
the tension-filled zeitgeist of G. “Just hook this wire into the PPG 
peacetime in Battle Tech, featur- power supply and the turn signal 
ing the myriad MechWarriors of will work.” 


the Inner Sphere and Clans when 
they're not busy walking around H. “No, that’s my brother.” 


fo giant robots tanks. |. “The extra chest armor gives it 
better protection.” 


J. “They're still doing The Walh” 
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GRAND PRIX 


GRAND PRIX-LONDON 
Saturday & Sunday 
July 12 & 13 


Victoria Docks 


Open to all Magic: The Gathering’ players. 
Byes to top DCI™ and Pro Tour™ players. 


Top 32 players share a 
cash prize of $10,000 


Top 8 players qualify for 
Pro Tour-Chicago. 


Mirage™- Visions™ 
Limited (Sealed Deck) Format 


a * Bick kg kt 
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Advance Registration Advised 


: 
| 
Call Wizards of the Coast® 

Customer Service: : 


U.K. and Ireland: +44-141-226-5203 
France: +33-1-43-96-35-65 
Other European countries: +32-14-44: 
U.S. and other countries: +1-206-624-0933 


Werld-Class Zvents a 
Moria mide 1 ations, — 


' 4 ‘f Wizaros of tHe Coast, Magic: The Gathering, Mirage, Visions 


Macic: Tue Gatneninc Pro Tour, and DCI are trademarks of 
OF THE COAST Wizards of the Coast, Inc. ©1997 Wizards of the Coast, Inc 
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The Studio 
> Mm... 


refashioned it as a studio specializing in board games. Mayfair’s 


te March Iron Enterprises bought 
City and Fantasy Adventures trading card games remain up for 
s, but so far no one seems to be grabbing. 

Meanwhile, Five Rings Publishing Group licensed the Rage card 
e from White Wolf, three months after White Wolf stopped sup- 
for it. Five Rings (5R) has contracted with freelancer Luke Peter- 
schmidt to develop a new edition of Rage for fall release. Formerly the 
lead designer at FPG, Peterschmidt has gone freelance due to the fact 
that shortly after the last issue of The Duelist went to press, FPG shut 
down its entire game division and canceled Guardians, Dark Age, and 


the planned Dark Age roleplaying game. 

The fewer publishers who remain at the once-overflowing trough of 
card games, the better they feed—and for good business reasons, 
they're sharing their food with hungry former competitors. 

The decision to license Rage was “kind of easy” for 5R, says Mar- 
keting Director Daniel Landers. “There’s less risk because you already 
know who loves it and hates it.” With its distribution channels secured 
by Legend of the Five Rings, 5R knows that any good card game it 
publishes can now sell in modestly profitable quantities. This surety 
(enviable in our volatile market) has led 5R, a ten-person company, to 
assign design and production of several games to freelancers or outside 
firms, such as Last Unicorn Games, designers of Heresy and 5R’s 
upcoming Dune card game. In this way 5R can publish more games 
while avoiding some of the problems associated with rapid growth. 

Of course, this publisher-studio arrangement is not new. NXT Games (X-Files, 
Top of the Order) was a design studio from the start. Even Legend of the Five 
Rings comes from a studio: Alderac Entertainment Group, from which Five 
Rings Publishing spun off. But like Last Unicorn and Mayfair, other publishers 
have recently slimmed down to studio size: Mag Force 7 (designers of SkyBox’s 
Star Trek game), Precedence (designers of the upcoming Aliens Predator for 
HarperPrism), and probably more to come. 

The trend toward a few large publishers and many smaller studios mirrors 
recent developments in other fields, such as books, comics, and computer games. 
What are the benefits and pitfalls of such relationships, and what does it mean for 
the card games we play? These are topics for an upcoming column. @ 
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une (Last Unicorn Games, Harris- 
» burg, PA/Five Rings Publishing 
‘ =y Group, Bellevue, WA): On track 
for July release, the 300-card Eye of 
the Storm basic set is sold in sixty-card starters 
($8.99) and fifteen-card boosters ($2.99). Eye's 
story is carried forward in four 150-card 
expansions, to be released quarterly; the first, 
Judge of the Change, will appear in October. 
Dune is licensed from the 1984 David Lynch 
film adaptation of Frank Herbert's novels, but 
the cards feature paintings, not photos. Five 
Rings’ Daniel Landers says, “No, Gurney Hal- 
leck doesn't look like [Star Trek captain] Jean- 
Luc Picard.” (Actor Patrick Stewart played 
both roles.) <monomyth@aol.com>; <I5r@ frpg.com> 


© Galactic Empires (Companion Games, 
Stamford, NY): The 208-card Realm of the 
Ancients, due in July, introduces card type N 
(Ancients), a forgotten empire that returns to 
take control of the galaxy; they can take over 
an installation in play immediately (three 
rarities, five-card boosters, $.99). In August 
comes Comedy Club Part 4, a sequel expansion 
to last year’s comedic set (no, there was no #2 
or #3) sold in fixed 100-card starters ($12.95). 
<comgames @ aol.com>; <www.companiongames.com> 


S&S Muminatu New World Order (Steve 
Jackson Games, Austin, TX): In August comes 
INWO SubGenius, a stand-alone fixed set 
authorized by Rev. Ivan Stang, majordomo of 
the comical Church of the SubGenius. Com- 
patible with standard INWO, SubGenius fea- 
tures simplified, introductory rules and bizarre 
computer art from the SubGenius archives. 
Two to four players each become pipe-smoking 
SubGenius icon J. R. “Bob” Dobbs, fighting to 
determine the real Dobbs. Price for the 100- 
card set was not available at press time. There 
will probably be another INWO expansion late 
this year. SJG’s non-collectable Knightmare 
Chess (reviewed in Duelist #16) will get a sec- 
ond edition, with corrected and clarified text, in 
June. <sjgames@ io.com>; <www.io.com/sjgames/inwo> 


by Alien Varney <APVarney@aol.com> 
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[continued] 

© Legend of the Five Rings (Five 
Rings Publishing Group): Due about now, 
the Obsidian (third) Edition offers an over- 
sized box and rulebook, new card art, and 
twenty glass counters in each sixty-card 
starter ($9.99); eleven-card boosters are 
$1.95. The 300-card Time of the Void expan- 
sion, due in August, ends the first story of 
Rokugan. Then comes the prequel, Scorpion 
Clan Coup, a three-stage release of eighty to 
ninety cards each month (October through 
December) that tells how the Scorpion 
Clan became dishonored when it tried to 
seize the Emerald Throne. Five Rings is 
working on a summer professional tour and 
an in-store Skirmishes League. 

<|Sr@ frpg.com>; <www.frpg.com> 


© Middle-Earth: The Wizards (Iron 
Crown Enterprises, C harlottesville, VA): 
July’s 150-card Against the Shadow supple- 
ments the 420-card Lidless Eye standalone- 
compatible game. New cards fill out a 
dozen factions, let Ringwraith players use 
Wizard resources, and make Wizard vs. 


Ringwraith games more viable. White Hand, — 


covering Saruman’s forces, will appear this 
fall. <ice@ ironcrown.com>; <www.ironcrown.com> 


S Mythos (Chaosium, Oakland, CA): The 
200-card stand-alone Mythos-compatible 
game that past issues called Mythos Now is 
actually titled New Aeon (sixty-card starters, 
$8.95; thirteen-card boosters, $2.95). Chao- 
sium’s Shannon Appel says, “For the first 
time, players can choose a ghoul, a serpent 
man, a Mi-Go braincase, a cultist, or a Deep 
One as an investigator. Cards in the set 
include Space Shuttle, the Internet, Men in 
Black, Crop Circles, Greys, Frivolous Law- 
suit, Ebola Virus, and much more.” Ship 
date: August 1997, along with a Mythos 
Annual player's guide. All older Mythos 
releases are still available from Chaosium in 
limited quantities. The projected Eternal 
Champion card game has been delayed 

until spring. <chaosium@aol.com>; 
<www.sirius.com/~chaosium/chaosium.html> 


S OverPower (Fleer/SkyBox, New York 
City): Monumental OverPower, which 
should be out now, is aptly named: The 
expansion has 289 cards (sixty-five-card 


starters, $8.95; fifteen-card boosters, $2.95). 
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Designed by Steve Domzalski and Ron 
Perazza, the set brings Tactics and Loca- 
tions cards to Marvel OverPower. In 
November comes the first of several expan- 
sions using Image Comics characters, 
including Spawn, Gen13, Witchblade, 
Shadowhawk, Savage Dragon, and others. 
<topdogm @ aol.com> 


© Star Trek® Customizable Card 
Game (Decipher, Norfolk, VA): An 
episode of Star Trek: The Next Generation 
featured a demented collector named Fajo. 
The Trek expansion The Fajo Collection, out 
about now, is a limited set of offbeat col- 
lectibles in a presentation case (price not 
available). The ninety-card First Contact 
expansion, due in summer (nine-card 
boosters, $2.50), is based on last fall’s 
movie. According to Decipher Designer 
Bill Martinson, the new Borg affiliation 
gives Trek “a real twist.” 
<DCustServe @ decipher.com>; <www.decipher.com> 


ae due this =e ee. Sores 
~ of many factions over a large deposit of 
powerful “ghost rock” in the California 
Maze. More details in a future issue. 
ae <I5+@ frpg.com> 


Shadowrun Corporation, — 
‘eases ts Faull FASA releases a 


trading-card version of its popular — 
c /magic RPG. In 2057, 


—— aos nem 


-<FASAMike @ aol.com>; <www.fasa.com> 


© Star Trek: The Card Game 
(Fleer/SkyBox): Alien Encounters appears in 
June. The 180-card expansion, covering the 
second half of the show’s second season, 
introduces a new card type, the Ally. 
Another expansion is set for November. 


© Star Wars® Customizable Card 
Game (Decipher): Cloud City, the last of 
three sets covering The Empire Strikes Back, 
draws most of its 180 cards from the gas 
mine of Bespin. Sold in nine-card boosters 
($2.50), Cloud is planned for late summer. 


© X-Files (NXT Games/US Playing 
Cards, Cincinnati, OH): The first 125-card 
expansion, designed by Ron Kent and Andy 
Graumann, should be out now. Enigmati- 
cally titled 10-13-61—the birthdate of FBI 
Agent Fox Mulder—the set introduces arti- 
facts and more versatile witnesses (twelve- 
card boosters, $2.99; four rarities). Another 
expansion should be out by September. 
<nxtgames @ aol.com>; <www.nxtgames.com> i 


megacorporations. Humans, elves, 
dwarves, orks, and trolls alike become 
street samurai, technomancers, deckers 


(who travel the cyberspace Matrix), and 


_ riggers (vehicle specialists). Players of 
the card game need no knowledge of the 
_ RPG. You assemble and equip a runner 
team, play Objective cards, then try to 


achieve your own or other players’ 


Objectives and score reputation points. 
Opponents can play Challenge cards 


that make an Objective harder, or Corp 
cards that affect all players. All cards, 
including magic and decker programs, 
use the same mechanics. First player to a 
predetermined point total (usually 60 to 
75 points) wins. 


Designed by Shadowrun RPG line 
developer Mike Mulvihill with Mike 


Niclben a and Jim Nelson, the card game 
uses almost all-new art by FASA staff 


artists (Nelson, Tom Baxa, Jeff Lauben- 
stein) and freelancers like Janet Aulisio, 


Timothy Bradstreet, Mark Tedin, and 
John Zeleznik. FASA plans a 350-card 


set (three rarities), sold in 70-card 
starters ($8.95) and 15-card boosters 
($2.95). The first edition is limited, with 
an unlimited edition to follow. 


Introducing the Only Complete Guide for Collecting 
The Weatherlight' Expansion Set 


FROM 


‘Ultraspro 


AND ; 


AGIC 


The Gathering ° 


Limited Production! 


RED _ Ask your dealer for thig unique 
\ Album package TODAY} 


This one-of-a-kind limited edition Collector’s Set includes: 


¢ Full color album with images from Magic: the Gathering 
Weatherlight expansion set 


¢ 2” D-ring extra reinforced hinges 


¢ Full color style sheets for entire 167-Card Set 
shows the card name and rarity value, identifies 
cards needed to complete the set 


¢ UltraePRO 9-pocket pages to store and protect 
Cards - Archival, No PVC, Patented 


6049 Slauson Ave. Los Angeles, CA 90040 Magic: The Gathe 


ai Veathe are registered tra ark s of Wizards of the Coast. Inc 
in CA (213) 725-1975 © Fax (213) 728-4092 Rembr snd "Uli bed i Deck Pre gis * we ea of Re mbrandt 


Visit our web site: www. ultrapro storage. com 1997 Wizards of the Coast An Ail ghts ed 
f 


n a market flooded with far too 

many Magic: The Gathering clones 

and poorly-executed licensed prop- 

erties, trading card games that work 

well and look good stand out from 

the crowd. Chaosium’s Mythos is 
certainly one of those few, and Dream- 
/ands, the latest Mythos expansion, car- 
ries on the tradition with insightful 
mechanics, attention to detail, genre 
savvy, and story-driven play. 

At 200 cards, Dreamlands is too large 
to be a Mythos expansion, but not large 
enough to stand as a separate game in its 
own right. Consequently, Chaosium has 
released it in booster packs and starter 
decks, allowing players to try a little at a 
time or jump right in the deep end. The 
starter deck box also includes an updated 
rule book and errata from a year and a 
half of Mythos play, as well as new rules 


200-card expansion set; 60-card 
decks ($8.95) and 13-card boosters 
($2.95). For two or more players; 
playing time 60-90 minutes. 


Eric Vogt 


Chaosium 

950-A 56th St. 

Oakland, CA 94608-3129 
website <www.sirius.com/~ 
chaosium/chaosium.html> 
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Dream W. 


Night Terrors Have Never 
Been More Fun 


for dimensional travel. Dream- 
lands contains no cards from 
the original Mythos set, as 
Chaosium promised to never _ 
reprint cards from the origi- 
nal Limited Edition. 

So what is Dreamlands 
all about? Well, whereas 
Mythos deals with the 
waking world of H. P. 
Lovecraft’s horror/fantasy fiction, 
Dreamlands introduces the dimension of 
dream: priests of mystical temples, kings 
and knights, sky galleons and ships of 
cloud, palaces and ruins, basilisks and 
zoogs. There are also a handful of waking 
world cards, mostly centered around 
Kingsport, and lots of cats (including 
some from Saturn). The set includes 
enough new cards to build Dreamlands- 
exclusive decks, though the inclusion of a 
few earlier cards can create a deck that 
really rocks (see the sidebar for an exam- 
ple). The starter sets also include many 
new Investigators, and each case of 
booster cards contains a full set of them 
as well. 

Dreamlands art is a step above that of 
the original set, which was quite good in 
its own right. The graphic layout has 
improved as well: the titles are no longer 
all capitals, and the Adventure cards list 
in bold those cards required to play them 
(rather than in all caps), making the set 
easier to read. Furthermore, the new 
cards add the possibility for many new 
play strategies. Consider, for 
example, the Serranian 
Location, which allows 
an Investigator to spend 
one turn to bury all pho- 
bias, or the various Great 
Library of the Dreamlands 
Locations, which connect to 
four different Locations, 


allowing an Investigator 

to enter the library in one 
city and exit in another, far 
away. 

Problems with the Dream- 
lands set are few. The addi- 
tion of a new dimension to the 

game does add a complication 
to the rules, but it is a minor 
one, and definitely worth the 
effort for those inclined to wan- 

der back and forth from waking 
world to dream (if not, you can always 
build your deck to stay in one dimen- 
sion). Horror purists might find a few of 
the new Adventures a bit silly (If 1 Ran 
the Zoog, Perchance..., and The Sor- 
cerer’s Apprentice represent a Dr. Seuss 
book, The Wizard of Oz, and Fantasia, 
respectively), but dreams aren't always 
serious. A real problem, however, is the 
fact that the new rule book fails to define 
Region colors for cards from the realm of 
dream, which causes some trouble for 
cards that refer to the Underworld in 
particular (for what it’s worth, Under- 
world Locations have a deep brown bar 
behind their sub-Region name). 

All things considered, though, Chao- 
sium has once again done a remarkable 
job. The Dreamlands set adds all sorts of 
new Adventure possibility to the Mythos 
game, without resorting to complex new 
rules. This is a definite “must-have.” & 


Lester Smith is the designer of TSR’s Ori- 
gins-Award-winning Dragon Dice 
game, as well as the Dark Conspiracy 
roleplaying game, which just won't lay 
down and die. 
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The Warlock John Henry 


his deck is composed of Dream- 
lands cards, except where noted, 
and centers on the idea of casting 
lots of Spells—something unusual 
to Mythos play, given the toll it 
takes on your Investigator’s Sanity. Cen- 
tral to this deck’s Spell-casting, however, 
is the Castle of the Great Ones on 
Kadath Location, which allows Spells to 
be cast for no Sanity cost. The Exploited 
Coal Miner Investigator was chosen 
partly for its high initial Sanity, but even 
more for its ability to discard 
two cards and draw to 
replace them, helping to 
cycle through the deck 
rapidly to get to the cards 
you need. With the Castle 
exempting you from Spell- 
casting’s Sanity loss, and the 
Miner digging through your 
deck, you can draw and cast 
Spells to your heart’s content. 
Hence the deck’s name. 

When playing the Warlock John 
Henry deck, it is usually best to start in a 
Dreamlands Location, because that 
dimension is where the bulk of card play 
must occur. Travel is always a concern in 
the Dreamlands because of the limited 
number of Locations and great number 
of Regions, and can be accomplished in 
any of four ways: 1) Travel Events; 2) 
time travel by using Carter’s Clock and 
the Create Time Warp Spell, allowing 
the Investigator to return to previously 
played Locations; 3) walking from 
Dreamlands to waking world and back 
by means of the Silver Key Artifact and 
the Gate of Oneirology Spell; and 4) 
movement from one Region to another 
via the Great Library of the Dreamlands. 

Whenever possible, use time travel to 
return to the Castle of the Great Ones on 
Kadath just before combat. That way, you 
can cast all your Spells for free, without 
wasting precious game turns to do so. By 
the same token, return to the Castle just 
before playing an Adventure card, so that 


Inside the Industry 


a - 


Guide 


the Castle will remain when your Story 
Deck is reshuffled. : 

It is also very important to recognize : 
when to keep the Polaris Star Event in ? 
play, and when to replace it with another 
Star Event. Algol can be useful for its 
ability to allow Tomes to each hold an 


Deck List 


extra Spell. Polaris is generally more use- 


changed entirely...just don't forget to 
change the Tomes to match, and add a 


; Investigator 1 The Necronomicon 
ful, however, because it makes all Mon- Exploited Coal Miner Dreamlands Edition 
sters invisible and thus able to bypass : | Seven Cryptical Books 

Alli ES : Adventures of H’san 
opponents’ Allies when attac Mg. The Art of Magic 
This can be especially handy in : Beyond Your Wildest Spells 
ots atte - Dreams 1 Anathema 
multi player games, when some oi Eaters 1 Call Power of Nyembe’ 
one else is in the lead and : 1 Concentric Rings of the 
everyone wants to gangupon : Locations Worm 
at sarin * 1 The Bridge over the 1 Create Time Warp' 
that individual. On the other Bie eee i Gate of aeieliie 
hand, it can be dangerous *  2Castle of the Great Ones _1 Ravening Madness 
when Monsters are :  onKadath 1 pr nad 
ow Tlplece 2 1 rag of Ghouls 1 Steal Life’ 
pointed your way. Unless 2 Fcraat Libeary of te 2 Vortex of Far Journeying 
you have Spells available : — Dreamlands (Celephais) 
to dispense with them ; | Great Library of the Events 
‘ Cc - 3 Dreamlands (Ulthar) 1 Aldebaran Moves in 
(suc as Concentric : | sartense Mansion’ the Sky’ 
Rings of the Worm), or : 1 The Ruins of tb 1 Algol 
* 1 The Ruins of Sarnath 2 Polaris 
Monsters of your own ready to 1 Setnailll 3 Ship of Clouds 
block, it may be time to change the Star 2 2 The Snake-Den 2 Yak 
Event so that any Allies you no longer : 1 The Temple of Bokrug 2 Zebra 
“11, © 1 Temple of the Elder Ones 
need can defend you. Whenever possible, <siaBilinsice MERI) Wage 
though, you'll want to save your Allies : __Nath-Horthath 
for other things (like being drained of life: an 
a . res 
to feed your Sanity with Call Power of > 1 Atal the High Pri 
Nyambe). = 1 Ghost-Being of Ib 
With these concepts in mind, you can :  2Haragrim 
A " ; Pas ‘1 King Kuranes 
revise this deck with other cards, if you: 1 Randolph Carter 
like. In particular, the Spells could be 1 Richard Upton Pickman 
* 1 Taran-tsh 


Monsters 


couple more copies of Carter’s Clock if : 1 Dhole 

you dispense with the Create Time Warp = pone, 

Spell. The Spells listed below are chosen > 2Ghoul’ 
primarily for their ability to keep John: 

Henry mobile and healthy, with Raven- : ee 

ing Madness to steal Sanity from other : 2TheSilverKey 
Investigators and the dramatic Vortex of : | Zenig of Aphorat 
Far Journeying to disrupt their decks. 2 y,..0< 

But you can experiment with all sorts of : 1 The Book of the Black 
other combinations. After all, who can ys # 
stop you when you command the lofty : | monstres and Their 
heights of the Castle of the Great Ones : — Kynde 


on Kadath? = 
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You're a Magic™ judg 
and you walk a tough bee 
The DCI™ Judge Certification progr : 
would like to give you some backup. ~ 
Learn the finer points of judging from the best. 
Not just how to interpret the rules, but how to give fair 
rulings, in a way that players will understand. You will be given 
a written exam, and then you will be trained and evaluated 
by a top-ranked DCI judge to make it official. Sound good? 
You need to be DCl-certified judges receive: Oracle: a complete list of all 
certified with the DCI "cards and rulings, the Judges Quarterly newsletter, an official 
by September 1997 to “S membership card and certificate, access to the judges-only 
° : : email list, official support from Wizards of ae Coast, Inc. i 
keep judging sanctioned 


and, of course, the r 
tournaments in your area. 


Call Wizards of the Coast® customer service at (206) 624-0933 (8 A.m.-9 PM., Mon Vonday-Satt day get the inside scoop. 
Wizaros OF THE Coast, Magic: The Gathering, and DC! are trademarks of Wizards of the © C of the Coast, Inc. All rights reserved. 


OF Le COAST" 


2) 


Act “— 
— Re 6. 
SE > ie ¢ > oo 
-Sfo SSS F Paw ene 


surviving Shandalar 


Frequently Asked Questions about MicroProse 
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Magic: The Gathering > wy seth Moursund 


ast issue we gave you an overview 

of the MicroProse Magic: The 

Gathering computer game. Since 

then, lots of readers have 

been playing the game and sending us 
their comments and questions. Here 
are answers to some of the common 
questions about the game. 


The game ran great for along 
time and I'm winning, but now 
whenever I go to edit my deck, 
it crashes. What did I break? 
You've probably hit the 500-card 
limit. The deck editor can’t handle 
more than 500 total cards (there’s also 
a limit of eighty different card 
names). The best solution is to go 
back to a saved game from before you 
hit the limit and sell some cards. If 
you don’t have a save, the only 
workaround is to run into some mon- 
sters, duel them, and concede, losing 
ante cards until your collection is back 
down to a size the computer can han- 
dle. This can be very painful, so when 
you're playing, keep an eye on the size 
of your collection and sell some cards 
if it starts getting close to 500. 


Some of the cards are 
really broken. For exam- 
ple, the Verduran 
Enchantress 1s giving an 
extra draw for non- 
enchantment spells. 

Is there a patch yet? 
There should be by the time 
you read this. MicroProse has 
promised a patch by the end of 
April which will speed up the 


game, fix over twenty-five 


3) 


4) 


of the most common card logic 
bugs, and improve the AI. Look for 
it on the MicroProse website, 
<www.microprose.com>. 


Tcan't even get the game to run 
consistently—it keeps crashing! 
The MicroProse website has all sorts 
of troubleshooting suggestions, but 
the majority of problems come from 
two sources: sound/video drivers, or 
conflicting programs such as Norton 
Utilities. Shut down any background 
programs, and make sure you have the 
latest Win95-compatible drivers for 
your sound card and video card. If 
you're running in 256-color mode, 
switching to 16-bit color may fix a lot 
of things. Also, make sure you have 
enough free space on your hard drive. 
See the Web for details. 


After I've been playing for a 
while, everything gets very, 
very slow. 

This one’s not MicroProse’s fault— 
would you believe it’s a Windows 
bug? Go to the Microsoft website 


6) 


7) 


<www.microsoft.com> “Download 
Free Software” area, look for “Support 
Drivers, Patches and Service Packs,” 
and then “System Updates.” You want 
the Kernel32 update. 


How do! turn off the sound? 
Unfortunately, there’s no “quiet” 
option. However, you can turn off 
sounds in the duel by renaming the 
file DuelSounds in the game directory 
to something else, so the program 
can't find it. 


The Priestess 1s a white crea- 
ture—what's she doing playing 
swamps? 

The Priestess has an ability called 
“Mind Control.” Whenever you duel 
her, there’s a random chance that 
she'll play with a copy of your deck 
instead of using her own. Some of the 
other monsters can do the same trick, 
or swap decks with you, or make you 
play a random monster's deck instead 
of your own. 


Thave a quest to defeat a Troll 
Shaman that's been pestering 
one of the villages, but I don't 
see him anywhere. How dol 
find him? 

The quest creature should always be 
hanging around somewhere near the 
village that gave you the quest. A few 
of the monsters can turn invisible, 
though, and the Troll Shaman is one 
of them. If he’s using this ability, you 
won't be able to see him unless you 
run into him. Wander around in the 
mountains closest to the village for a 
while and he'll probably jump you. 


AUGUST 1997 


89 


THE DUELIST 


8) I'm playing a red/green deck, 
but every once 1n a while dur- 
tng a duel I draw an Island or 
Swamp. This 1s a bug, right? 
Nope. You don’t have enough cards 
in your deck. If your deck is under 
the minimum size (30 cards on 
Apprentice level, 35 on Magician, 
40 on Sorcerer and Wizard) the 
computer will add random basic 
lands to bring it up to the minimum 
each time you start a duel. At the 
end of the duel, these phantom 
lands are removed again. 


9) I chcked the top of the Attack 
window and it vanished. Help! 
Relax, you're fine. Look on the bar to 
the left of where your cards are laid 
out. Click the sword symbol, and the 
Attack window will pop back up. 


10) The computer attacked me with 
five creatures, but the attack 
window ts only wide enough 
for four, so there's no way to 
block the last one. What sort of 


rip-off 1s this? 

See the little rat standing on the row 
of bones across the middle of the 
attack window? Believe it or not, that’s 
a scroll bar. Click the rat and drag it to 
scroll the window left or right. 


11) This }@#$ computer won't ever 
let me use Land Tax, no matter 
how much more land it has! 

If you want to use fast effects during 
upkeep, you need to tell the computer 


90 AUGUST 1997. THE DUELIST 


to pause there. Rightclick on the 
upkeep phase in the phase bar and 
you'll get a menu; choose “always 
stop.” Now when you hit your upkeep 


phase, the computer will stop and wait 


for you to use effects. Click on the 
Land Tax and you're in business. This 
also applies to other upkeep 
abilities like paying to untap a 
creature, changing 
Shapeshifter’s power/tough- 
ness, and so on. 


works, but how dol use 
Sylvan Library? 
The key is to make 
sure you've already 
drawn a card before 
the Sylvan effect 
resolves. The sim- 
plest way is to click the 
Sylvan Library, then when 
it asks for fast effects in 
response, click the blank 
card in your hand that rep- 
resents your draw. Alterna- 
tively, you can click the 
blank card, then click 
Done, then click the Syl- 
van Library. If any more blank cards 
show up in your hand, click them. 


13) Banding works when I'm 


blocking, but when I attack 
with a banding creature I can't 
find any way to join another 
creature to it. How dol band 
to attack? 


12) OK, I see how Land Tax 


When you'r choosing attackers, 
click the non-banding creatures 
first. If there’s already a creature in 
the attack window, then when you 
choose a banding creature, it will 
prompt you what to band with. 
Click one of the attacking crea- 
tures, or click Done if you don’t 
want to join with any of them. 


14) When are they going to 
make tt so I can play agamnst 
another human? 

Hopefully by the end of the year, 
but MicroProse seems to have learned 
a lesson from all the slippage on 
release dates for this game—they 
aren't announcing a specific date yet. 


15) What about expansions adding 
more cards? 
They aren't announcing any specific 
dates for those, either, but they hope 
to have the first one out by the end of 
the year. Word is that it will include 
the full Unlimited set plus Arabian 
Nights, Antiquities, and Legends, but at 
this point everything is subject to 
change. 


Beth Moursund is the author of The Official 
Magic: The Gathering Strategies and 
Secrets for the CD-ROM game... but surely 
you've heard of her already. 
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Magic sets, singles and boxes All prices are good through July 15th 
Quantities may be limited. First come, first served. 
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= COMPLETE NM/M MAGIC SETS 
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http://www.iguanas-cbc.com ¢ Email: cards@iguanas-cbc.com 


_ IGUANA’S SPECIALIZES IN INTERNATIONAL SERVICE TO JAPAN, EUROPE, SOUTH AMERICA AND ANYWHERE ELSE YOU WANT 
| CARDS SHIPPED-WE OFFER EASY, QUICK AND PRICE EFFECTIVE SHIPPING SO YOU CAN GET YOUR MAGIC AT THE LOWEST 
POSSIBLE PRICES USUALLY WITHIN 72 HOURS OF ORDERING. CALL, FAX OR EMAIL US TO PLACE YOUR ORDER TODAY. 


FOR ORDERS ONLY 1-888-8IGUANAS TO ORDER CATALOG CALL 319-338-0086 
iGu4iy’S COMIC DOOK Café 


123 N. Linn St., #1-A + lowa City, IA 52245 + Phone: (319) 338-0086 Fax: (319) 338-166 
Monday-Saturday 11-6 CST » Sunday 1-4 CST 
Visit our 1,500-SQUARE-FOOT MEGASTORE JUST MINUTES OFF I-80. 
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Welcome to the ultimate war of the wizards where a mystic armory of 220 spells and a supernatural 
legion of creatures and powers await you! Duel real-time with a real opponent or wage a campaign 
against an alliance of wizards in the vast uncharted continent of Corondor. 


Discover the mystical attributes Battle against a human opponent Summon wondrous creatures and Terrain plays a key role Conquer the continent of Corondor 
of all-powerful spells. in split-screen mode. artifacts to vanquish your foes. in your conquest. in Campaign mode. 
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Cold Creature 
Comfort 


Wampas and Tauntauns Heat Up 


the Ice Planet 


» by Cory Herndon 


he galaxy has gotten mighty cold for the once-triumphant Rebellion with 


Decipher’s Hoth expansion for the Star Wars CCG. Commander Luke Sky- 


walker and his stalwart heroes aren't without their surprises, though. These decks 


(see sidebar) work well against each other and non-Hoth decks by taking advan- 


tage of creatures, combat vehicles, mobile effects, and undercover spies. 


Working the Dark Side of the Street 
The primary obstacle for the Dark Side 
in this set is a location called the Main 
Power Generators. When the Light Side 
has the MPG in play, the Dark Side can- 
not deploy any vehicles, starships, or 
characters under the shield. 

The shield covers every site 

except the outermost marker 

site and the Wampa Cave. 

However, the Light Side has to meet 
special requirements to deploy the Main 
Power Generators—a marker site num- 
bered four or higher must be in play so 
that the shield has a “stopping point.” To 
overcome this obstacle, get there first by 
deploying the fourth marker as your 
Dark starting location. It’s got two Force 
icons for you, none for the Light Side, 
and compels them not to use the Main 
Power Generators while guaranteeing 
you a landing site for your Walkers. 

Ah, Walkers. Sure, they're a ridiculous 
design for a war machine, with some 
major drawbacks (deploy cost of six, land 
speed of one, and they have no perma- 
nent pilots), but they can take quite a 
beating (immune to attrition less than 
four), and are a must to blitz the Genera- 
tors. They can carry eight passengers and 
keep them all out of the elements until 
you need them. Supply them with the 
Void Spider after they march under the 


Shield, shuttling down pilots from your 
Star Destroyers. 

Another way to quickly kill the MPG 
is the Dark Side’s only Epic Event in this 
set—“Target the Main Generators.” This 
card allows you to “blow away” those 

pesky generators once and 

for all by using the ability 

of the AT-AT pilot tar- 

geting the generators to 
decide the outcome. Since your number 
to beat is only eight, get Darth Vader on 
Blizzard 1 with General Veers, and you're 
golden. Even without Vader, Blizzard 1 
or a well-placed Electro-Rangefinder 
each add one to your total Destiny draw, 
as does each site you control. And if your 
AT-AT aces (Vader, Motti, Piett) are 
unavailable, well, that’s when you whip 
out those Wampas. These beasts are pos- 
itively brutal, and quite difficult to take 
down with their defense value of three. 
The Shield does not restrict the deploy- 
ment of creatures, allowing you to patrol 
the surface without risking valuable per- 
sonnel. There are very few Light Side 
characters who are even capable of draw- 
ing Destiny in the face of a Wampa 
attack. Keep them away from Obi- 
Wan and you can make life mighty 
messy for the Light Side; just remem- 
ber they can eat your characters, too. 


The Hoth System card is the Dark 


Side’s secret weapon in this deck. Just 
wait for the Light Side to deploy a site, 
play “A Dark Time for the Rebellion” and 
immediately play The Hoth System from 
your Reserve deck. Stick a Victory-Class 
Destroyer or two up there, and you've got 
an easy Force Drain every turn (good for 
two with a Presence of the Force). 

Don’t deploy too many sites—the 
Light Side will want to put as much 
ground between your Walkers and the 
Echo Base as possible due to their lousy 
land speed. Concentrate on the Wampa 
Cave, Ice Plains, and Defensive Perime- 
ter. With the Hoth System in play, you'll 
have an activation of nine from only four 
locations. 

A few more secret weapons deserve 
mention. “Trample” allows you to liter- 
ally walk all over your opponent with a 
piloted AT-AT. “Direct Hit” will let you 
bring down even the fastest speeders 
with a clumsy AT-AT cannon. And 
“Responsibility of Command” can be a 
devastating little Utinni Effect—use it to 
throw the Rebel forces into complete dis- 
array by requiring Commander Sky- 
walker to go to the War Room before he 
can initiate a battle, or a Force Drain. 


Then eat him with a Wampa. 


Let There Be Light 

The Rebellion has an entirely different 
set of priorities on Hoth. You want to 
put ground between yourself and those 
Walkers, and if possible, fight them to a 
standstill. 

But first things firs-—don’t use the 
Main Power Generators as your starting 
location. You will simply not get enough 
Force activation, which is crucial in this 
stage. Just include two in your deck to 
make sure that site gets out as soon as 
possible. For starters, opt instead for the 
Hoth: Echo Command Center (War 
Room). It has all the usual benefits of a 
War Room (two Force icons, leaders 
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there add power to battles at related sites) 
and the Dark Side is limited to a -1 Force 
Drain. The one drawback is the extra 


Destiny draw the Dark Side gets when 
initiating battle, so remember to be 
aggressive and beat them to the punch. 

Tauntauns may look like big furry 
goat-lizards, but they make up for their 
weak power and maneuverability with an 
incredibly advantageous bit of card text— 
they can react away from a battle. Given 
the right circumstances, even the lowliest 
character on a Tauntaun can hold off four 
Walkers and Vader himself by simply 
blocking the drain, then running away as 
soon as the opponent initiates battle. Put 
out a Tauntaun handler, and they can get 
a Destiny draw even if forced to fight. All 
this and a four Destiny—who cares what 
they smell like? 

Hoth is a bloody battlefield, and the 
Light Side is not without teeth. Deploy 
Artillery Weapons like the Golan Battery 
at the Main Power Generators, and sit 
tight under the Shield. Han and Chewie 
also make for a formidable team on the 
ground, and the furball gets a +1 power 
boost. With Han, Chewbacca can actu- 
ally overpower a Walker on foot. Give the 
boys Tauntauns and Hoth Survival Gear 
and go Probe Droid hunting! 

Finally, I am proud to introduce Momaw 
Nadon—Wampa Wrangler. Although he 
will most certainly be eaten immediately 
afterward, “Hammerhead” can steal any 
Wampa (among other creatures) during 
your control phase, allowing you to decide 
where it goes. Now I'd love to see a shot 
of that in the Special Edition. = 


Cory Herndon is an actor and writer working 
in Seattle. He watches way too much TV. 
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Dark Side 


"A Fistful of Wampas" 


EPIC EVENTS 
2 Target the Main Generators 


LOCATIONS 


1 Darth Vader 


1 Reegesk 

1 M’iiyoom Onith 

1 Garindan 

1 Labria 

1 Danz Borin 

1U-3PO 

1 WED15-17 “Septoid” Droid 


CREATURES 
2 Wampa 


VEHICLES 


WEAPONS/DEVICES 
1 Dark Jedi Lightsaber 

2 AT-AT Cannon 

1 Electro Range Finder 


Light Side 


"Talkin’ 'Bout 


INTERRUPTS 


1 A Dark Time for the Rebellion” 
1 The Empire’s Back” 
2 Direct Hit 


EFFECTS 

2 Undercover 

1 Presence of the Force 

1 Dark Forces 

1 Responsibility of Command 
2 Ice Storm 
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Main G-g-g-generators" 


LOCATIONS 


1 Hoth: Echo Command Center 
(War Room) (Starting Location) 

1 Hoth: Echo Corridor 

1 Hoth: Echo Docking Bay 

2 Hoth: Main Power Generators 

1 Hoth: Defensive Perimeter 

1 Hoth: North Ridge 


CHARACTERS 


1 BoShek 

1 Momaw Nadon 
1 R2-D2 

1 R-3PO 


VEHICLES 
1 Rogue 1 
1 Rogue 2 
3 Snowspeeder 
2 Tauntaun 


WEAPONS/DEVICES 
1 Anakin’s Lightsaber 

1 Han’s Heavy Blaster Pistol 
1 Blaster Rifle 

1 Golan Laser Battery 

1 Atgar Laser Cannon 

2 Power Harpoon 

1 Dual Laser Cannon 

1 Concussion Grenade 

1 R2 Sensor Array 

1 Restraining Bolt 

2 Hoth Survival Gear 


INTERRUPTS 

2 Alter' 

1 Sense’ 

1 Nice of you Guys to Drop By' 

1 One More Pass' 

1 Under Attack ' 

1 | Thought They Smelled Bad on 
the Outside’ 

1 Sorry About the Mess? 

1 Double Agent? 

1 Han’s Back? 

1 Luke’s Back” 

1 Lucky Shot 


EFFECTS 


Alabama (205) 880-3726 


Alaska (907) 274-4112 

Arizona (602) 943-8038 

Arkansas (501) 661-0870 

California (415) 947-0398 

Colorado (303) 366-3977 

Connecticut (800) 852-2442 

Delaware (301) 881-3530 

Florida (770) 753-0030 

Georgia (770) 753-0030 

Hawaii (808) 596-4690 

Idaho (801) 374-9058 

Illinois (847) 222-1994 

Indiana (317) 578-3459 

lowa (319) 338-0086 

Kansas (316) 946-1055 

Kentucky (847) 222-1994 

Louisiana (713) 680-1870 

Maine (207) 282-8776 

Maryland (301) 881-3530 

Massachusetts (617) 666-5799 

Michigan (517) 351-5811 

Minnesota (612) 938-8163 

Mississippi (501) 661-0870 

Missouri TBA 

Montana (406) 543-9944 

Nebraska (402) 434-5056 

Nevada (702) 396-5978 t t 
New Hampshire (617) 666-5799 S @ | e 
New Jersey (800) 852-2442 Magic: The Gathering® 
New Mexico (505) 265-6100 

New York (800) 852-2442 & 


North Carolina (910) 889-9900 
North Dakota (701) 775-3335 
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Oregon (541) 726-5153 
Pennsylvania (800) 852-2442 
Puerto Rico (770) 753-0030 


Rhode Island (800) 852-2442 
South Carolina (770) 753-0030 
South Dakota TBA 


Tennessee (615) 446-6057 
Texas (806) 763-4054 
Utah (801) 374-9058 
Vermont (802) 863-3666 
Virginia (540) 362-4400 
Washington (206) 675-1608 
West Virginia (800) 529-3976 
Wisconsin (414) 623-0244 
Wyoming (303) 366-3977 
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Wizaros oF tHE Coast and Magic: The Gathering are trademarks of Wizards of the Coast, Inc. ©1997 Wizards of the Coast, Inc. 


The Duelist advertisers are your 
best source for information about 
their products and services. To get 
more information about any prod- 
uct or service, simply tear out the 
card, circle the number on the card 
that corresponds with the adver- 
tisement, stamp it, and drop it in 
the mail. Best of all, it’s free. So 
start gathering the information 
you want and need to stay on top 
of your game! 


For information about advertising in 
The Duelist and participating in the 
reader service program, contact: 


THe 


QUELISy 
pUELIS] 
P.O. Box 707 # Renton, WA 98057-0707 

Tel: (425) 204-7262 Fax: (425) 204-5928 


10 Subscibe, call 
Mon-'niy 6550=5;00 (PST) 


(800) 395-7760 
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® denotes a registered trademark and ™ denotes a trademark owned either by Wizards of 
the Coast, Inc., or by others. Most product names are trademarks owned by the compa- 
nies that publish those products. Use of the name of any product without mention of 
trademark status should not be construed as a challenge to such status. Wizards of the 
Coast is a registered trademark. The Duelist is a trademark of Wizards of the Coast, Inc. 
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Do you own aCD ROM drive? ()Yes [)No 
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Complete the survey above and we'll 
enter you into a drawing for a Duelist 
International Booster Subscription. 

Two winners will receive a one-year sub- 
scription to The Duelist, plus boosters in 
every language from the Magic expan- 
sions released throughout the year. 

To enter, mail the survey (or a photo- 
copy of it) to: The Duelist, P.O. Box 707, 
Renton, WA 98057 


2. Does your household own a Pentium? Oc 
3. Do you read computer game magazines? (1) & 
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AD&D computer game in an on line tournament? 
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Magic: The Gathering" 
Official Encyclopedia 


he ultimate player's guide is brought 
to you from the editors of The Duelist. 
All of the Magic cards ever printed from Alpha to 
Alliances appear in full color. The 224-page, 8 
1/2" x 11" paperback includes a visual guide— 
so you can tell from which set and which print 
run a card comes—a collector's history, a section on misprints 
and oddities, a visual guide to the promotional cards, card errata, and 
a deck builders’ index that breaks cards down into over 100 different 
abilities for deck building. $24.00 us. 


$35.00 outside Us. 
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Duelist Life Counter mee, 


Ss” good-bye to glass beads and loose change! These sturdy, finely 
crafted metal and enamel counters let you mark off the occasional 


Lightning Bolt or poke from Tim in style with brass- and silver-plated 


beads. Best of all, each 3 1/2" x 2 1/2" counter fits right inside a Magic™ 
deck box. Available in red, green, white, blue, and black. 
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Stay inthe Gameandgeta — t-shirt! 


Buy any two items, or more than 
$12 in back issues, and get a 


t-shirt! 


uel in com- 
fort in 100% 

cotton, preshrunk 

Duelist t-shirts, in short or 

long sleeves, black or white. ~ 

Cover art by (a)Melissa Benson, 

(b)Liz Danforth, or (c)Rob Alexander. 


Short-sleeve Long-sleeve 
$14.95 us. $19.95 us. 
$15.95 outside us. $20.95 Outside US. 


Sizes M, L, XL. (XXL: Add $2) 


To order, mail a photocopy of this form to: 
DUELIST MERCHANDISE 


P.O. BOX 707 RENTON, WA 98057-9916 
ORDER BY PHONE: (425) 204-8000 ORDER BY FAX: (425) 204-5928 
ORDER BY EMAIL: duelist@wizards.com 


MAKE CHECKS PAYABLE TO THE DUELIST. 
Please specify “U.S. Funds” on all non-U.S. checks or 
foreign bank draft orders. 


YOUR ADDRESS 


NAME 


STREET ADDRESS 


CITY/STATE/ZIP COUNTRY 


TELEPHONE ( ) 
YOUR ORDER 
QTY | DESCRIPTION COLOR SIZE cost 


FREE T-SHIRT (with order of 2 items or $12 in back issues) 


8.6% tax (WA residents only) 
Total (U.S. Funds) 


PAYMENT METHOD 
CARD NUMBER 


MC/VISA/DISC CHECK 


NAME ON CARD 


EXP / 


ALL PRICES INCLUDE SHIPPING. PLEASE ALLOW 3-4 WEEKS FOR DELIVERY. 


SIGNATURE 


Emperor 
of the 

Fading 
suns 


PRONG SNe 


SegaSoft 
ood City, CA 
FORMAT 


CD-ROM for Windows 95; 16 MB 


RAM and 486/66 DX2 MHz 


processor recommended; 
for one to five players. 


CONTACT 

SegaSoft 

1509 Shoreline Drive 
Redwood City, CA 94065 
(800) SEGASOFT 


website <www.segasoft.com> 
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or those of you who enjoy 

strategic games, SegaSoft 

has produced a computer 

game that will definitely be 

of interest. Emperor of the 

Fading Suns combines the basic 

elements of space strategy games 

such as Master of Orion (MicroProse) with 

hexagonal strategy games like Third Reich 

(Avalon Hill) to produce a unique and chal- 
lenging fusion. 

The premise of Emperor of the Fading Suns 
is that you are a leader in one of the five houses 
vying for control of a dying galaxy. The post of 
Emperor is vacant and you must compete 
against the other houses (which can be other 
human players or the computer) to be elected 
regent, and then crowned Emperor. 

The game can be played by single player 
against the computer (which is quite entertain- 
ing), via email with turn-based moves, or with 
hot seating (with players taking turns at the 
console). I have never been very fond of the 
hot-seat style of multiplayer 
play, and tend to stick to 
games with simultaneous 
multi-play such as Quake 
and Warcraft. The single- 
player game against the 
computer, however, is actu- 
ally quite entertaining. 

To achieve your goal of 
being elected regent, you must work to accumu- 
late votes, or scepters. Each of the five houses 
starts with five scepters, and the church and 
league (merchant guild) also have five each. You 
can accumulate scepters by capturing them, by 
creating alliances, or by threatening to attack if 
your competitors do not bend to your will. The 
diplomacy options are fairly involved and a 
large part of the game is based on negotiating 
and utilizing alliances. 

You start the game with a moderate force on 
one of about three dozen planets in the 
Emperor of the Fading Suns galaxy, but your 
home planet is not entirely under your control. 
To overcome rebel groups you must build cities, 
mines, and military installations to create the 
resources you need to expand your army and 
construct military units. You also have research 
facilities, which produce research points, which 
in turn allow you to develop and maintain vital 
technologies. To complicate things, some of the 
technologies are prohibited by the clergy, and 


THE DUELIST 


you risk having a bunch of gun-wielding priests 


come after you for conducting illicit research. 
Weapons technologies improve the quality of 
your military units and increase your destructive 
potential, and ultimately your sphere of influ- 
ence...assuming you don’t want to just “make 
friends” with everyone (which, to be perfectly 
honest, is not an exciting strategy). Given the 
combat elements in the game, you'd be much 
better served by preparing to negotiate from a 
position of strength. 

Each new planet you invade involves battles 
with other houses, the league, the church, or 
local rebels, depending on 
who's the biggest kid on 
that block. Although this 
can be somewhat taxing 
after a while, the combat 
system is very good and the 
space/ troop movements are 
fairly easy to master. 

The biggest drawback of 
Emperor of the Fading Suns is the amount of 
micromanagement that you must perform each 
turn. Resources are represented by counters, 
which are moved from location to location for 
trade or use. It is difficult to get lost in the joys 
of political and martial conquest when you have 
to manage so many administrative details from 
turn to turn. The other major drawback is that 
the game is somewhat difficult to learn. The 
manual does not adequately explain several areas 
and you have to muddle through until you figure 
out how to manipulate some of the functions. 

Overall, Emperor of the Fading Suns has a 
high strategy and play value, which easily com- 
pensates for the few drawbacks and minor 
bugs, and I highly recommend it to gamers 
who appreciate strategy versus the plethora of 
shoot-em-up games that pervade the market 
these days. 


Do You Really Know 
Where You Stand? 


Knowledge is power. 
Serious players know that to win, you must know 
your own strength. Magic: The Gathering’ 
Prepaid Phone Cards are your only source 

for accessing tip-to-the minute DCI and ARENA 
player rankings, tournament schedules, 

game info ion, and more! 


. Jester’s Cap. Balduvian Horde. 
Now the most valuable cards in your collection 
can be carried in your wallet. 


Summon the power of knowledge, and rest 
assured that your investment is backed 
by the technology of MCI. 


Coming Soon to your local 
Magic: The Gathering retailer. 


i | «<...» The Gatheri ae ~ 
f e Gathering Me, é =< 


~. 


© 


Vizan 


Magic: The Gathering’ Limited Edition Prepaid Phone Cards are fully rechargeable with a major credit card. 24-hour MCI PrePaid Domestic Customer Service is included. 
Service is provided by MCI Telecommunications Corporation pursuant to its Tariff FCC No. 1 as amended, and any applicable state tariffs. 


WIZARDS OF THE COAST, Magic: The Gathering,/and Arena are trademarks of Wizards of the Coast, Inc. Illus. by Dan Frazier, Brian Snoddy, Richard Kane Ferguson, Douglas Shuler, and Christopher Rush 
MCI and MCI PrePaid are trademarks of MCI Communication Corporation. ©1996 Wizards of the Coast, Inc, All rights reserved 


he gaming industry as a whole 
is poised to move forward in an 
entirely new direction. TCGs have 
arrived, boomed, and 
somewhat while establishing a reli- 
able niche in the marketplace. 
RPGs have also survived recent 


receded 


hard times and are beginning to coalesce 
and streamline, re-targeting their core 
customers as they attempt to reestablish 
market share. Having weathered a stifling 
glut of TCG releases during the past year, 
the gaming industry now finds itself 
competing against itself (as well as 
against movies, comic books, and arcades) 
for gamers’ attention and support. 

Over the past year the market has gen- 
erally been healthy, but flat in terms of 
growth. With a finite number of gamers 
and gaming dollars available, TCGs and 
RPGs find themselves overlapping, not 
only in terms of their target audience, but 
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also in overall design and game mechan- 
ics. The pie is only so big, so to speak, 
and your slice can only get larger at the 
expense of someone else’s—unless, of 
course, you share. 

Traditionally, the main differences 
between RPGs and TCGs have been 
time, space, and spontaneity. Generating 
a role to play can take anywhere from a 
half hour to a whole weekend. The 
adventure can take upwards of five to six 
hours to complete, and you must orga- 
nize multiple participants and a venue in 
advance. By contrast, you can play the 
average TCG in under an hour (dis- 
counting deck construction) and at the 
drop of a hat (assuming you can find a 
fellow player). 

What RPGs lack in convenience they 
make up in social interaction. A cam- 
paign/adventure makes character genera- 
tion part of the fun, rather than a chore, 
whereas the act of deck construction is 
largely a solo effort that dramatically 
increases the amount of time players 
spend on a given trading card game. Fur- 
thermore, a roleplaying group will rou- 
tinely meet for the express purpose of 
playing and enjoying the game. TCGs, 
on the other hand, inspire more casual 
pick-up games. In short, RPGs are more 
collaborative, and players explore each 
game by sharing a common goal; TCGs 
are more competitive, and players explore 
each game by winning or losing. 

Even with these obstacles, reciprocal 
cross-pollination between TCGs and 
RPGs has already begun. V:TES, 
Netrunner, BattleTech, Mythos, and 
Middle-Earth were all sourcebook fod- 
der long before their first cards were 


by Scott McGough <pinkbird 


shuffled. Dark A 
date (Feudal Lon 
least partially designed to complement 
and be complemented by a roleplaying 
system. Five Rings Publishing Group 
has recently released the first supplement 


to the RPG base flagship card 


its expansions to 
Brood) were at 


game, Legend o Rings. In the 
Northwest, a new company called Seattle 
Adventure Games erprises (SAGE) 


is getting ready to release its new RPG 
system that will not 
computer progra 
ter generation, 
ability to incorporate Magic, Mythos, 
and other TCG cards directly into the 
fabric of the adventure. Before this issue 


ly feature its own 
ist with charac- 


sues, The Duelist 
will be exploring some of these new 
developments in collaborative gaming: 
TCGs based on 
porate cards, etc. 


with the energy and speed of a TCG 
should yield a whole greater than the sum 
of its parts. The success of this new fusion 
depends on the 1 of the ideas 
entering the mar 


their target markets, 
gamers—not just to their favorite game 
type, but to gaming itself. m 


Next Issue: 
Swords and 
system witha 


Is, an RPG 
finite twist. 


ards.com> 


ehivection 


Can the Gaming Industry Coexist with Itself? 


ILLUSTRATION BY RICHARD HESCOX 
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Wizards of the Coast, Inc. (“Wizards”), the Duelist publications and Wizards’ subsidiaries do not endorse, 
authorize or otherwise participate in the secondary sale of Wizards’ products or the valuation of these products 
for sale on the secondary market. The prices listed by the advertisers provided herein are for informational 
purposes only and are not endorsed or otherwise ratified by or on behalf of Wizards. 


Heth Moursund (BethMo) is one of the true Magic 
authorities—ao regular contributor to Duelist, a lead 
tester for the Magic: The Gathering PC game, and a 
judge at worldwide Magic tournaments. 
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© Order any Sybex book online at or call 
and mention code DUEL897 to get a 20% discount and next day delivery 
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some SE J 
. We buy and sell single Magic card 


Juzams and Moxes always in stock | 


122 W. 26th St., 4th floor * New York, NY 10001 


“ 
- 


tel (212) 633-1288; fax (212) 633-0979 * email — info@nground.com 
Webpage -— http://www.nground.com 


Wizards of the Coast", Magic:The Gathering” Mirage”, Alliances”, Homelands™, Chronicles™(and all others) are trademarks of Wizards of the Coast, Inc. Vampire: The Eternal Struggle™ is a trademark of Wizards of the Coast, Inc. and White Wolf Games, Inc. 
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by Wizards of the Coast under license. Most product names are trademarks owned by the companies that publish those products. Use of the name of any product without mention of trademark status should not be construed as a challenge to such status 
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EMAIL billf@metronet.com 


c/o The Mint ))" Chena * 7452 B&A Bivd., Glen Bernie, MD - Tee www.metronet.com/~billf/ 
Tel: (410) 766-5841. Fax: (410) 582-9738 
Be 7 , ~ MPI H 805 W. PARK ROW DR. ARLINGTON, TX 76013 
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Reem Aobian Nighes? fe PRaAGIC 
® 
| . (Lage « The Gathering 
“f: KZ _ We specialize in Magic® Singles 
f 4 ; Singles—Sets—Boxes 
at BUY * SELL * TRADE 
Call for this we a Our singles (with exceptions) 
: , are priced at MEDIAN SCRYE for 
1 ewe buy Mi card ae or : AN, Leg, Alpha, Beta, Unlimited, Alliances, Visions. 
Ang: , The rest are LOW SCRYE! 
complete singles and ‘pack support of : 
* _Legend of the Five Rings. ey eS sor mad ; 
CALL FOR THE LOWEST BOX PRICES AROUND! =] | Every Saturday and Sunday! 


Your Galactic Empires™ source i 
Monthly tournaments in the Balto-washarea | international and Domestic 
Orders Welcome 
OPEN 7 DAYS A WEEK 11AM-9PM 


Check/M.O./MC/VISA/AMEXJDISCOVER accepted. af : 


; Paul and Judy's | 


Coins and Cards, Inc. 
P.O. Box 409 DUE, Arthur, IL 61911 


SPECIALIZING IN: 


( 

| 

| 

{ 

f he Gadertad i 

: rare and uncommon singles. = V 
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. 

| 
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Deck Special #7 e 


Win a set of Alliances Cs | 
Win a box of MTG Boosters § Boot : 
One (1) out of every 100 decks will contain a ' i d 
redemption card for a FREE SET of MTG “Alliances.” ma. ff j A 10 
One (1) out of every 50 decks will contain a redemption card for a 


FREE BOX of Mirage, visions or 5th Edition boosters. : a; nd C 

(Type of box will be PICC’s choice) ; : x Unfs-Ce cal Br ie pi OK 
60 count Type II deck (designed for competitive game play) ect 

Six different decks available. Decks come with dice and counters. oe 


All for only $19.95 per deck. | ee sanct 


eoececeeceeeeeeeceseeeeecs 
We BUY & SELL sets, pes, boxes, and singles for most 
Magic: The Gathering® series. 


We also carry other popular game cards. 
Call or write for FREE game cards catalog 


Tel: (217) 543-3366 U.S. Fax: (800) 500-3117 Overseas Fax : (217) 543-3732 
Internet e-mail Station Code: pjcc@dial illinois.net 
View our entire catalog on our Web Site at: www.pjcc.com 
HOURS: 8:00-6:00 CT Monday thru Friday 8:00-3:00 Saturday 


Wizards of the Coast*, MagiccThe Gathering’ Mirage”, Alliances", Homelands”, Chronicles” (and all others) are trademarks of Wizards of the Coast, Inc. Vampire: The Eternal Struggle” is a trademark of Wizards of the Coast, Inc. and White Wolf Games, Inc. 
Netrunner’ is a trademark of R. Talsorian Games, Inc. Netrunner* is produced by Wizards of the Coast,inc. under license from R. Talsorian Games, Inc. Battletech* is a trademark of of FASA. The BattleTech universe is owned by FASA Corporation and Is used 
by Wizards of the Coast under license. Most product names are trademarks owned by the companies that publish those products. Use of the name of any product without mention of trademark status should not be construed as a challenge to such status. 
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hroll@r Toad An Antiquities Vault Company 


Magic - Middle Earth - Star Wars - 
Foreign Magic - Netrunner - Jyhad - 
Star Trek - Rage - Guardians - X-Files - 
Wyvern - Illuminati - Highlander - etc. 
ADDRESS: 253 Reynolds Road, Keavy KY 40737. Phone 1-606-878-2936 


Fax: 1-606-878-9061 Hours: 10 a.m. - 8 p.m. EST Monday-Friday. 
e-mail CATALOG @AQVAULT.COM or contact our WEB SITE: http://www.aqvault.com 


Non-USA Customers: We ship to most countries at $15 per 
order of 1-250 singles (air post) or $30-50 (express service-fast!). 
Shipping on boxes/sets $28 for first box/set, $10 each additional 
(post office insured). Call for UPS service rates. 
Inbound custom rates very low on all shipments. 


Index to Codes: AD Additions, AL Alliances, AP Alpha, AQ 
Fallen Empires, HE Homelands, IA Ice Age, LG Legends, LI 


The First and 
Last Place to Call 
for Singles. 


Selling or trading cards? Call/e-mail below to: 
Phone: 1-310-822-5160 6-10 p.m. EST Mon-Fri 
Fax: 1-310-827-1853 E-mail:BUYER @ AQVAULT.COM 
or for current list send an e-mail to: 
BUYLIST @ AQVAULT.COM 


Shipping: In USA $6 per order regardless of size; Alaska - PR 
APO/FPO -Hawaii -Mexico Canada Guam $8 per order. 
: MasterCard, Visa, American Express, Discover, Diner's 


Club, Carte Blanche, wire transfer, checks, international money order. 
No Eurocheques or COD’s accepted. 


Antiquities, BE Beta, CH Chronicles, DK Dark, FB Foreign Black Border, FE 
Foreign Language, MI Mirage, PK Pack, RD Revised, R4 Revised/4th, SW Star 


Wars LTD, UL Unlimited. All cards in this ad near-mint or mint condition. You can call to request prices on cards not listed. 
Various Deals: Foreign Dark Sets-$59, Foreign Dark Boxes, $119, Homeland Box $49, Fallen Empire Box $45 


$1 or 12/$10 


UL Disenchant, UL DK 
Ritual, UL Basalt 
Monolith, RD Nettling 
Imp, RD Resurrection, RD 
Kird Ape, R4 Aladdin's 
Ring, R4 Sleight of Mind, 
R4 Black Vise, R4 Eye 
For An Eye, R4 Flying 
Carpet, R4 Manabarbs, 
R4 White Knight, R4 
Personal Incarnation, R4 
Zombie Master, R4 
Dragon Whelp, R4 Black 
Knight, R4 Statterstorm, 
MI Suq’Ata Firewalker, MI 
Nettletooth Djinn, MI 
Mtenda Griffin, MI 
Vaporous Djinn, MI 
Worldly Tutor, MI Quilfon 
Elves, LG Brine Hag, LG 
Abomination, LG 
Hypereion Blacksmith, LG 
Puppet Master, LG Ivory 
Guardians, LG Pradesh 
Gypsies, IA Hurricane, IA 
Abyssal Specter, IA 
Pyrociasm, IA Yavimaya 
Gnats, IA Shield of the 
Ages, HE Insan's Shade, 
FB DK Ritual, FB 
Disenchant, FE Derelor, 
DK Tormods Crypt, CH 
Storm Seeker, BE 
Channel, BE Plague Rats, 
BE Paralyze, AN 
Ghazban Ogre, AN Bird 
Maiden, AN Dandan, AN 
Cuomball Witches, AN 
Hurr Jackal, AN Giant 
Tortoise, AN Fishliver Oil, 
AN Unstable Mutation, AN 
Hasran Ogress, AQ 
Rocket Launcher, AQ 
Rakalite, AQ Titania's 
Song, AQ Atog, AL 
Pyrokinesis, AL Sol Grall, 
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AL Yavi Ants. 

$2 or 6/$10 

UD False Orders, Ré4 Air 
Elemental, LI Tolaria, LI 
Hammerheim, LI Urborg, 
LI Karakas, LI Chain 
Lightning, HE Serrated 
Arrows, FE Thrull 
Champion, FE Vodalian 
Knights, FE Ebon Praetor, 
DK Apprentice Wizard, DK 
Elves of Deep Shadow, 
DK Fountain of Youth, DK 
Mana Clash, BE Blue 
Elemental Blast, BE Red 
Elemental Blast, BE Stone 
Rain, AN Desert Nomads, 
AN Camel, AD Sewers of 
Estark, SW Myo, SW Solo 
Han, SW Kessel Run, SW 
Djas Puhr, SW Full 
Throttle, RD Demonic 
Attorney, RD Contract 
From Below, RD Jandor’s 
Ring, RD Dkpact, RD 
Mijae Djinn, R4 Killer 
Bees, Ré4 Triskelion, 

R4 Drain Power, R4 
Urza's Avenger, R4 
Tetravus, R4 Control 
Magic, R4 Meekstone, R4 
Lord of Atlantis, R4 
Swords To Plowshares, 
R4 Winter Orb, PK Dk- 
Italian, MI Pauper’s Cage, 
MI Ancestral Memories, 
MI Sidar Jabari, MI 
Brushwagg, MI Auspicious 
Ancestor, MI Teferi’s Imp, 
MI Charcoal Diamond, MI 
Amulet of Unmaking, MI 
Jabari's Influence, MI 
Emberwilde Caliph, MI 
Telim Tor’s Edict, MI Moss 
Diamond, MI Walking in 
the Woods, MI Hall of 


($2 continued) 
Gemstone, MI Mystical 
Tutor, LI Infernal Medusa, 
LI Kobold Taskmaster, LI 
Presence of the Master, LI 
Reset, LI Spectral Cloak, 
LI Relic Barrier, LI 
Pendelhaven, LG Lady 
Orca, LG Rabid Wombat, 
LG Kry Shield, LG 
Demonic Torment, LG 
Whirling Dervish, LG 
Marble Priest, LG Lord 
Magnus, LG Silhouette, 
LG The Lady of the 
Mountian, LG Relic Bind, 
LG Pavel Maliki, LG 
Kismet, LG Blight, IA 
Kjeldorian Knight, IA 
Amulet of Quoz, IA 
Stunted Growth, 

IA Sleight of Mind, IA 
Mystic Might, IA Spoils of 
Evil, IA Naked Singularity, 
IA Shyft, IA Ice Cauldron, 
1A Zur’s Weirding, IA 
Pygmy Allosaurus, IA 
Elder Druid, IA Pale Bears, 
IA Minion of Tevesh Szat, 
1A Energy Storm, IA 
Icequake, IA Thermokarst, 
HE Didgendoo, HE Faerie 
Noble, HE Willow 
Priestess, HE Black 
Carriage, HE Serra Aviary, 
FE River Merfolk, FE 
Hand of Justice, DK Wand 
of Ith, DK Reflecting 
Mirror, CH Dakkon 
Blackblade, BE Air 
Elemental, BE Lance, BE 
False Orders, AQ Cursed 
Rack, AQ Xenic 
Poltergeist, AQ Haunting 
Wind, AQ Mightstone, AL 
Phelddagrif, AL Whirling 
Catapult, AL Nature's 
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Wrath, AL Ashnod’s Cylix, 
AL Phyrexian Devourer, 
AL Krovikan Horror, AL 
Urza’s Engine, AL 
Sheltered Valley, AL 
Sworn Defender, AL 
Gustha’s Scepter, AL 
Keeper of Tresserhorn, AL 
Heart of Yavimaya, AL 
Rogue Skycaptain, AL 
Phantasmal Sphere, AL 
Phyrexian Portal, Al Fatal 
Lore, AL Tornado, Al 
Splintering Wind, AL Tidal 
Control, AL Royal Decree, 
AL Winter's Night, AL 
Misfortune, AL 
Gargantuan Gorilla, AL 
Library of Lat-Nam, AL 
Chaos Harlequin, Al 
Thought Lash, AL 
Wandering Mage. 

$3 or 4/$10 

R4 Balance, R4 
Clockwork Avian, R4 
Disrupting Scepter, LI 
Greater Realm Of 
Perserva, LI Land Tax, LG 
Touch of Darkness, AN 
Moorish Calvary, AQ 
Circle of Prot: Artifacts, 
RD Regrowth, R4 Magical 
Hack, R4 Gaea’s Liege, LI 
Serpent Generator, LI 
Divine Intervention, LI 
Alchor’s Tomb, LI Ragnar, 
LI Jacque Le Vert, LI 
Arcades Sabboth, LI 
Livonya Silone, LI, 
Forethought Amulet, LI 
Chromium, LI Gosta Dirk, 
LI Halfdane, LI 
PalladiaMors, LI Rasputin 
Dreamweaver, LI Tuknir 
Deathlock, LI Angus 
Mackenzie, LI Vaevictis 
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Asmadi, LI Infinite 
Authority, LI Alabara’s 
Carpet, LG Spirit Link, LG 
Fallen Angel, LG Aerath! 
Berserker, LG Land Tax, 
LG Dream Coat, LG 
Arboria, LG Part Water, 
LG Heaven's Gate, LG 
Equinox, 1A Minion of 
Leshrac, IA Stampede, IA 
Enduring Renewal, IA 
Crown of the Ages, IA 
Pentagram of the Ages, IA 
Ghostly Flame, 1A Storm 
Spirit, IA Orcish 
Squatters, HE Sengir 
Autocrat, FB Black Vise, 
DK Dance of Many, DK 
Mana Vortex, DK Grave 
Robbers, DK Martyr's Cry, 
DK Season of the Witch, 
DK Wormwood Treefolk, 
DK Cleansing, DK Worms 
of the Earth, DK 
Scarwood Bandits, DK 
Leviathan, DK Niall 
Silvain, DK Lurker, DK 
Nameless Race, CH 
Land's Edge, CH The 
Wretched, BE Rod of 
Ruin, BE Disintegrate, AN 
Eye For An Eye, AN 
Sindbad, An Jeweled Bird, 
AQ Martyrs of Korlis, AQ 
Coral Helm, AQ Jalum 
Tome, AQ Gate To 
Phyrexia, AQ 
Armageddon's Clock, AP 
Control Magic, AL 
Sustaining Sprit, Al Ritual 
of the Machine 
Special Groups 
$10 each group of cards, 
you pick series, we 
choose cards: 100 LG or 
20 BE or 7 AP or 40 AQ 


All prices above are good until The Duelist #19 is released. 10-day money back guarantee on all singles, 30-day guarantee for foreign orders on singles. 
Sales on any boxes/packs final. Sales take effect at time payment is accepted. All prices not listed in this ad subject to change without notice, but you won't 
be charged more without your permission. We reserve the right to refuse any sales or limit quantities. Free single catalog upon written request—over 3500 

different cards listed. 25% penalty for canceling pre-orders on boxes. Please mention The Duelist #18 special prices when ordering from above list! 


DRACTUS PUBLISHING IS PLEASED TO BE AN AUTHORIZED 
DISTRIBUTOR OF THESE FINE WIZARDS OF THE COASTS PRODUCTS: 


a, The next limited-edition expansion for Magic: The 
71 {) th if ht Gathering takes off this summer. Weatherlight is 
CA eT 4 loaded with powerful new cards, and marks the 
Cc 


beginning of a long-term Magic storyline. This is a 
set that players will come looking for. 


yest * Overwhelming firepower. Superior combat tactics. Thirty-foot killing 
Specializing in machines. This fall, the field belongs to the BATTLETECH trading 


* card game...and you're in the drivers seat. Do you have what it takes 
great service to survive? Play the trading card war game of the future. Starter decks 
contain everything you need to play including dice and counters. 


Gic The newest edition of the original trading card game. 
b Tike Gatinvertng'” 


pits 
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WE CARRY THE FOLLOWING PRODUCT LINES: 


Aircel Comics Decipher Global Games Khalsa Brain Games Systems Pioneer Videos U.S. Games Systems 
Atlas Games Dream Pod 9 Heartbreaker Koplow Precedence West End Games 
Avalon Hill Enor Hogshead Last Unicorn Ral Partha White Wolf 

Black Dragon Press FASA Holistic Design Optimus Design Systems Reaper Wizards of the Coast 
Casino Books Fleer/Skybox Publishing Mayfair Rembrandt Wildstorm 
Chaosium Flying Buffalo tron Crown Palladium R. Talisorian Games Wizard Press 
Companion Games FPG Enterprises Phage Press Scrye Magazine Wordware Press 
Daedalus Studio Geo Hex Kenser & Company Pinnacle TSR. Xeno Games 


RETAILERS ONLY « call (613) 744-5225 
or fax (613) 744-6783 for Price List & Details on Specials 


Scion 


A 
A 


WORLDWIDE LEADER | 
Star Wars J ” IN MAGIC: THE GATHERING® | 
Linted | era! | “>” ALL SINGLES, PACKS AND BOXES | | 


Unlimited 


New Hope a(S] BEST PRICE 
Hoth Sse eee WE BUY-SELL-TRADE 
Dagabah wailat a. ae 
Star Trek Star Trek 
Foreign Limited Limited 
Moses $165 hgh = ite BEST SERVICE 
Unlimited Moxes $169 ea. Oded Unlimited 


Unlimited time Walks $199 ea. Enterprise $2 Alternate 
N 3 Universe 


Starter and Booster|| cst! 
boxes available for 5 Shy /Figer FREE CATALOG 
All Magic Products ” SybouFeer Boosters 19 Star Fleer 


All Star Trek Products Imeees 
All Star Wars Products : 
Rage © L5R X-Files 
Middle Earth ¢ Illuminati 
BattleTech ¢ Foreign Magic 
Overpower Overpower also available 


and many more 

Give at ete 99% of all Magic, Star Trek, 

Star Wars and X-Files cards 
Unlimited Star Wars starters $49 available!!! ; Call anytime (94 | ) 927-8398 
X-Files starters/boosters $49 To order call: ; 
Star Wars New Hope $59 P Fax orders (941) 927-9495 t 
Mcoctwmtnmee 38} 800-875-9105 ff orders (94) . 
Call for pricing on others International Orders: H Email: TNC Magic@q-net.net f 
’ i 

12541-0766 B} finan Sipe nantes 
‘3 8028 Hwy 55 ‘ Golden Valley e MN ¢ 55427 e We accept checks & money orders plus MasterCard, Visa, American Express & Discover. 
: We ship worldwide—Overmight . 


it Service iS 


4 yo 


Wizards of the Coast*, Magic-The Gathering* Mirage’, Alliances”, Homelands”, Chronicles”,(and all others) are trademarks of Wizards of the Coast, inc. Vampire: The Eternal Struggle” is a trademark of Wizards of the Coast, Inc. and White Wolf Games, Inc. 
Netrunner’ is a trademark of R. Talsorian Games, Inc. Netrunner* is produced by Wizards of the Coast,Inc. under license from R. Talsorian Games, Inc, BattleTech* is a trademark of of FASA. The BattleTech universe is owned by FASA Corporation and Is used 
by Wizards of the Coast under license. Most product names are trademarks owned by the companies that publish those products. Use of the name of any product without mention of trademark status should not be construed as a challenge to such status. 


104 AUGUST 1997. THE DUELIST 


i iN a omen ae y =. eee y a ag spree = ee eee 


THUNDER & LIGHTNING” carps, nrennanonan, 


THE MAIL-ORDER HEADQUAR = FOR THE WORLD!!! 


a 4 #™> The Gathering” 


‘FIFTH EDITION 


mio< ih eartb 


Te Wie 


¢ We carry a full selection 
; of out-of-print products 
For orders over $50 (USD) \ i 


ge a Me How to reach us: 
* For a complete catalog Call Toll Free: 1-800-200-1991 
gee © a “epee! 24-Hour Pax: 818-563-4996 
Infernationak, 818-972-5900 
Email: tigaming@aol.com 


Mailing Address: P.O. Box 41-1148 
90041 Los Angeles, CA 90041 


Seiet Ganda es = as 


We accept: Checks, Money 
Orders, AMEX and VISIT OUR RETAIL STORE LOCATED AT: 


1507 COLORA BLVD. 
LOS ANGELES, 


piety ae was 


ow )reRPRISES 


Mase El 


98% OF OUR SINGLES AT BELOW LOW SCRYE 


Plus a Full Line of Other CCG’s 


No other ongoing company 
beats our singles prices 


The Bad News 
We've made a lot of enemies in the last 2 years 


The Good News 

; It’s our competitors 

: Compare our price list to theirs 
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City of Solitude 


YOUR HAND 


Live Long 


and Prosper 


our opponent is...ah, who cares who your opponent is. 

You're playing a Prosperous-Bloom deck ,and you have a 

City of Solitude in play. Okay, okay, your opponent's cards 
could actually matter, but they don’t. The time has come to finish the 


duel. Having cast Impulse four times (once using Elven Cache), you 


City of Solitude 


know what the remaining twelve cards are in your library. It is the 


beginning of your main phase. Defeat your opponent before the end 


of the turn without losing yourself. 


DIFFICULTY #1 
DIFFICULT 


Impulse le 
Look at the top four 
cards of your library. Put 
one of them into your 
hand and the rest on the 
bottom of your library. 
Shuffle your library 
afterwards. 


Natural Balance 2@@ 
Each player controlling six or 
more lands sacrifices 
enough land to reduce his 
or her land total to five. 
Each player controlling 
four or fewer lands may 
search his or her library 
for enough basic land to 


bring his or her land total 
to five and put those lands 
into play. Those players shuffle 
their libraries afterwards. 
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Vampiric Tutor ® 
Pay 2 life: Search 
your library for any 
one card. Shuffle 
your library, then 

put that card on 


Emerald Charm 


top of your library. 


#7 
Three Wishes D66 
Take the top three cards from 
your library, look at 
them, and set them 
aside face down. You 
may play those cards 
as though they were 
in your hand. At the 
beginning of your 


next turn, bury any of 


Natural Balance 


those cards not played. 


Undiscovered Paradise 


Impulse 


Forest 


Swamp 


YOUR CARDS IN PLAY 


Swamp Swamp Swamp Forest Forest 


YOUR OPPONENT HAS 17 LIFE REMAINING YOU HAVE 2 LIFE REMAINING 


Infernal Contract Memory Lapse Power Sink Three Wishes Vampiric Tutor Wall of Roots 


YOUR LIBRARY 


#3 bd #5 #6 


You do not shuffle your deck 
after placing the cards on the 


bottom. 
Drain Life Memory Lapse Squandered Cadaverous Bloom 
Resources 
You may cast this spell even if 
#9 #10 #11 #12 you are at 0 life. 


You may take wp fo five lands 
from your library when you 
cast it. 


ety 


“4 


You may not cast this card 
successfully unless you 
Prosperity Swamp Swamp Island have 2 life. 
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Prece by 


Piece 


se all of the cards below to 

destroy the six creatures. 

Assume you have the mana you 
need to cast all the spells. 


DIFFICULTY 


Change the text of target permanent 
of spell by replacing all instances 


Lightning Bolt 


Lightning Bolt 


Blood Lust 
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Enfeeblement 


Infernal Denizen 5/7 


creature. 


Terror 


Buzy target nonartifact, nonblack 


Brass Man 1/3 


Sea Serpent 5/5 


Tap or untap target artifact, creature 
or band, 


Twiddle 


‘Tap X carpet creatures. Winter Blas 
deals 2 damege to each of thove 
atures with flying. 


and crack your checks! 


Target spell with a single target now 
targets anew legal tanget of your chowe 
Up amd down. 

woe and 


Deflection 


Paralyze 


JO ANN (BLACK/RED) 7 LIFE REMAINING 


Best 
Defense 


DIFFICULTY 


EASY 


Drudge Skeletons Shimian Night Beasts of Bogardan 5/4 
1/1 Stalker 4/4 with Unholy Strength 


our opponent is Jo Ann. Her 
game plan has been relatively os 
simple. She brought out a 
number of creatures, pumped them up 
with Bad Moon and an Unholy 
Strength, and started attacking. Then 
this turn, just to squeeze out a few 


extra damage, she brought out an 
Orcish Oriflamme. Things seem rather Scathe Zombies 2/2 Orcish Oriflamme Bad Moon 
dim, as Jo Ann has just declared an 
attack with her four rather buff crea- 
tures. Not only do her attackers out- 
number your blockers, but you are 
sitting at a precarious 1 life. Since you 
really don’t feel like having Jo Ann 


beat you this game, see if you can not 


only survive her turn but also beat her 
on your next turn, regardless of what 


you draw. It is the start of Jo Ann's Swamp (2) Swamp Mountain (2) 
attack phase. Best of luck! 
YOU (WHITE/GREEN) 1 LIFE REMAINING 


Shimian Night 
Stalker 322 
1,: Redirect to 
Shimian Night Stalker 
all damage dealt to you 
by an attacking creature. 
The source of the dam- 
age does not change. 


Durkwood Boars Mishra’s Factory Mishra’s Factory Plains Forest with 
4/4 Wild Growth 
Mishra’s Factory 
YOUR HAND 


>: Add one colorless 
mana to your mana 
pool. 

}: Mishra’s Factory 
becomes an Assembly 
Worker, a 2/2 artifact 
creature, until end of turn. 
Assembly Worker still counts as a 
land but cannot be tapped for 
mana the turn it comes into play. 
©: Target Assembly Worker gets 
+1/+1 until end of turn. Healing Salve Swords to Plowshares Giant Growth Instill Energy 


Larger player gm V he, ce pervert 
wp © \ domage to ann creanee of 


Flayee 
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Step-by-step 
solutions to last 
issue's “Magic: 

The Puzzling” 


by Mark Rosewater 


Yo ho ho and a bottle of rum! 
My stay with the pirates 
turned out better than 
expected. Thanks to a series 
of successful Magic drafts, I 
managed to win my freedom 
and the deed to the Jolly 
Englebert. I won't bore you 
with details of my journey 
aboard the ship (just the 
usual sea squalls and giant 
octupi), but suffice it to say 
that I made my way to Sri 
Lanka. I am writing my 
answer column as we roll 


into port. 


T 


I 
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Grave Decision 
Published in Duelist #17, p- 98 


he obvious first step in solving this puzzle is to deduce which of the four 
cards in your graveyard you need to win the duel. If you add up the possible 
damage you can currently deal, you realize that you need a card that will 


allow you to deal extra damage. This counts out the Royal Herbalist. The limiting 
factor for both Brothers of Fire and Reckless Embermage is your available red mana. 
Once you do the math, you realize that you are too short of red mana to effectively 
use either card. This leaves Zhalfirin Crusader. To effectively use the Crusader, you 
must direct a large amount of damage to it, which you will then redirect to Rei. 


During upkeep: 


1) 


2) 


3) 


Tap three Karoos, tap Red Mana 
Battery and remove 14 counters to 
add three white (used as generic), 
fifteen red (all but six used as 
generic), and three generic mana to 
your mana pool. 

Use the Farrelite Priest to turn three 
red mana into white mana. The 
Priest is now scheduled for destruc- 
tion at the end of the turn. 

Use one red mana, tap Goblin Sooth- 
sayer, and sacrifice Keeper of Kookus 
to give all red creatures (Goblin 
Soothsayer, Orcish Cannoneers, 
Kookus, and Blistering Barrier) 
+1/+1 until end of turn. 


By sacrificing the Keeper of Kookus you 
add additional damage to yourself from 
Kookus. 


4) 


Use one white and four generic mana 
to cast Miraculous Discovery. Put 
Zhalfirin Crusader into play with a 
+1/+1 counter on it. You have five 
white and four red mana remaining 
in your mana pool. 
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5) Use two white and one generic mana 
to cast Martyrdom. Until end of turn 
you have the ability to redirect any 
damage to a creature you control. 
Choose Zhalfirin Crusader as your 
creature. 

Once you have the Zhalfirin Crusader 

(with enough mana to use it) in play and 

have cast Martyrdom, it’s time to start 

dealing damage to yourself (which you 
will then redirect to the Zhalfirin 

Crusader with Martyrdom). 

6) Choose to handle the Kookus’s 
upkeep effect. Since you have no 
Keeper of Kookus in play, the Kookus 
deals 3 damage to you and is forced 
to attack this turn if able. Redirect all 
3 damage to the Zhalfirin Crusader. 
Use three white and three generic 
mana to redirect the damage from 
the Crusader to Rei. Rei is now at 
25 life. 

7) Use the remaining six red mana to 
pump up your Keeper of Kookus, 
making it a 10/5 creature until the 
end of the turn. 


>; ? wn 
Wit, 


Main phase: 

8) Tap three mountains, one Dor- 
mant Volcano, and tap and remove 
all the counters off both White 
Mana Batteries to add fifty-two 
white (most used as generic), four 
red, and one generic mana to your 
mana pool. 

9) Use one red mana to cast Tremor. 
Tremor deals 1 damage to ten 
creatures (Python, Tar Pit 
Warrior, Brood of Cockroaches, 
Goblin Soothsayer, Orcish 
Artillery, Kookus, Blistering 
Barrier, Farrelite Priest, 
Resistance Fighter, and Zhalfirin 
Crusader). Redirect all the 
damage except to the Python 
and Cockroaches to your 
Zhalfirin Crusader. The 
Cockroaches are destroyed and put 
into Rei’s graveyard. Use eight 
white and eight generic mana to 
redirect the 7 damage from your 
Crusader to other targets. 
Redirect 1 damage to Rei’s 
Python, destroying it. Redirect 6 
damage to Rei. Rei is now at 19 
life. You have twenty-nine white 
and three red mana remaining in 
your mana pool. 

Effectively used, Tremor allows you to 

deal a significant amount of damage 

which can all be redirected to Rei. 

10) Sacrifice Resistance Fighter to 
make Tar Pit Warrior deal no 
combat damage this turn. Tar Pit 
Warrior is buried as soon as it is 
targeted. 

11) Use one red and one colorless 
mana to cast Spitting Earth on 
your Blistering Barrier. Redirect 
all 3 damage from the Barrier to 
your Crusader. Use three white 
and three generic mana to redirect 
the 3 damage from your Crusader 
to Rei. Rei is now at 16 life. You 
have twenty-two white and two 
red mana remaining in your mana 
pool. 

12) Use one white mana to cast 
Purelace on your Kookus, turning 
it white. 

The Purelace is crucial, as you plan to 

use Cinder Cloud on your own creature 

to deal even more damage to yourself. 


13) Use two red and three generic 
mana to cast Cinder Cloud on 
Kookus. Kookus is destroyed and, 
as it is now white, deals 10 dam- 
age (Kookus is 10/6 due to the 
Goblin Soothsayer and its own 
firebreathing) to you. Redirect all 
10 damage to the Crusader. Use 
ten white and ten generic mana to 
redirect the damage to other tar- 
gets. Redirect 1 damage to Rei’s 
Wake of Vultures, destroying it. 
As he has no other creatures in 
play, he is unable to regenerate it. 
Redirect the other 9 damage to 
Rei. Rei is now at 7 life. You have 
six white mana remaining in your 
mana pool. 

By redirecting 1 damage to Wake of 

Vultures, you remove Rei’s last 

blocker. 

14) Tap Orcish Artillery to deal 2 
damage to Rei. The Cannoneers 
deals 3 damage to you. Redirect 
the damage to the Crusader. Use 
three white and three generic 
mana to redirect the 3 damage 
from the Crusader to Rei. Rei is 
now at 2 life. 

15) Attack Rei with Farrelite Priest. 
The Priest deals 1 damage to Rei. 
He is now at 1 life. 

16) Declare end of turn. Your 
Farrelite Priest is buried and Rei’s 
Brood of Cockroaches returns to 
his hand, forcing Rei to pay 1 life. 
Rei is now at 0 life. 

Notice that the last point of damage 

comes from Rei’s own Cockroaches. 


Decisions, 
Decisions 
Published in Duelist #17, p. 101 


s5 he first thing you need to do 
is size up Randall’s options. 
You know two things. First, 
he can only cast two spells (as he 
only has two cards in his hand), and 
second, you know what four cards 
those two spells may come from. By 
examining each of the four options, 
you realize that there are a few steps 
that you have to take. 

1) Allow Randall to cast Unstable 

Mutation. 


There is no need to use your Counter- 
spell or Spell Blast just yet. As you can 
block one creature with your Mishra’s 
Factory, Randall can't yet deal enough 
damage to defeat you. 

2) Tap Strip Mine to add one generic 
mana to your pool. 

3) Use the generic mana to activate 
Mishra’s Factory and turn it into 
an Assembly Worker. 

4) Declare the Assembly Worker as a 
blocker of Randall’s Whirling 
Dervish. 

You chose to block the Whirling 

Dervish, as the Argothian Pixies can- 

not be blocked by artifact creatures. 

5) Asa fast effect after defense is cho- 
sen, tap your plains and Mishra’s 
Factory to add one white and one 
generic mana to your mana pool. 

The most common mistake is not real- 

izing that you can tap the Mishra’s 

Factory (now an Assembly Worker) for 

mana and still have the Dervish remain 

blocked. 

6) Use the white and generic mana 
to cast Disenchant on the Unsta- 
ble Mutation that’s enchanting 
Randall’s Argothian Pixies. This 
reduces it back to a 2/1 creature. 

7) Save your two islands to Coun- 
terspell any spell (a Giant 
Growth or Berserk) that would 
cause the Pixies to deal more 
than 6 damage. With only one 
spell, Randall will at most be able 
to deal 6 damage (2 natural, 1 
from Ashnod’s Transmogrant, 
and 3 from either a Giant 
Growth or Berserk). 

There are also two other possibilities 

that could occur: 

A) IfRandall ever casts Psionic Blast, 

counter it. As this would use up all 

three of Randall’s free mana, he 
would be unable to cast any other 
spells. 

If Randall Spell Blasts your Disen- 

chant, counter it. As the Spell 

Blast would use up all three of 

Randiall’s free mana, he would be 

unable to cast any other spells. 


B 


~~ 


That’s all for this issue. Wish me 
luck in my search, and I'll see you 
next time. # 
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by Richard Garfield 


Modeling Game Politics 


n my previous column, I discussed 
the nature of politics in games. This 
time I'd like to introduce a couple of 
mathematical models, or simplified 
simulations, to help deconstruct the 
impact of politics on gaming. The 
two models I will describe are the 
“chip-taking game” and the “dart game.” 


THE CHIP-TAKING GAME 

Give each player a number of chips. 

On your turn, take a chip from a 

player, removing it from the game. 

A player who runs out of chips is 

out of the game. 
Having more chips in this exercise is 
not an advantage. If I have twelve 
chips, Lily has eight, and Taco has 
nine, you would expect me to be in 
first place. If you think about it, how- 
ever, I have no inherent advantage. If 
Lily and Taco take chips from me, I 
will be at their level long before I can 
eliminate one of them. Now if Lily, 
Taco, and I each have one chip and it is 
my turn, I can choose whether Taco 
or Lily wins, but cannot win myself. I call 
this situation the Aingmaker position. 

Of course, in a “real” game, the chips 
might be money, game pieces, or spaces 
along a racetrack. Whatever the setting, 
seemingly advantageous positions often are 
not, and some positions will leave a player 
in a kingmaking situation. There are many 
possible variations: take one to six chips 
randomly; choose to take more than one 
chip or pass; or decide you can’t know how 
many chips your opponents have. You can 
customize this model to learn something 
about a particular game. 


THE DART GAME 
Three players each have a balloon and 
an unlimited supply of darts. Players take 
turns throwing darts at each other’s 
balloons.A player whose balloon is 
popped is out. 

It’s natural to measure skill in this game as 
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the ability to pop a balloon. One might 
assume that the most skillful dart thrower 
will win, but in practice, players might all 
aim for their biggest threat, and the “worst” 
player will win more often than the others! 
The most accurate player, seeing this, 
might try to convince an average player to 
take out the least accurate player first. 


This model illustrates another facet of 


political games. The player with the most 
skills is not always the “best” player. The 
game often turns out to be one of negotia- 
tion. In a two-sided wargame, the person 
who knows all the odds and tactics may be 
technically superior, but introduce a third 
side and all that flies out the window— 
victory goes to whoever bought the soda. 


SOLVING THE GAME 

This is not to say that skill doesn’t matter 
in a political game, but it probably matters 
less if all the players know the game well 
enough to estimate the others’ “chips.” For 
example, my play group enjoyed many 
sessions of Siedler Von Catan, but after a 
certain point our games hinged on whin- 
ing about being behind. Before then, it 
was possible to win with a better under- 

standing of what constituted an advan- 

tage. But once people had a pretty good 


idea of the inherent strategy, playing 
against the others counted for much more 
than playing the game. 

You could view a political game as 
“solved” when you reach that point, some- 
what akin to playing tic-tac-toe after you 
have a perfect strategy. You are now playing 
a ritual game. This can be pleasurable sim- 
ply because you are exercising a skill, 
rather than improving on it. 


REMOVING THE STAIN 

If you wish to develop your skills, 
though, you may want to reduce the 
political element in the games you 
play. Here are a couple of methods 
you can try. 

Play for the Long Term. Try 
offering something valuable not just 
for first, but for other places as well. 
This could be prizes, money, or points 
that count toward a league score. 
Then players can do as well as they 
are able, instead of gunning for the 
leader. There is a saying, “No one 
remembers second place,” but in the 
long term a consistent second place can be 
good. I seldom was the big winner in my 
poker group in college, but I am sure I did 
better over the years than anyone else. 

Play in Teams. It is worth trying out a 
team version of a game and reducing it to 
two sides. In my opinion, team Magic rules 
over free-for-all play. Likewise, team War- 
craft is the elixir of the game gods. 

Eventually, any play advantage that stems 
from a better understanding of strategy will 
be overshadowed by how everyone treats 
you. After that point, gaining further 
knowledge is worth far less than becoming 
everyone's friend. If I still like the game, I 
change the way we play so that the politics 
are diminished. Another option, of course, 
is to get a different game and begin the 
journey of exploration again. # 


Richard Garfield spent years perfecting his knowledge 
of Parcheesi but finally acknowledged that politics 
had too great an effect on the play environment. 


ILLUSTRATION BY SCOTT KIRSCHNER 


ow impossible 
features 
and ave even 
I version! 


vA it enhanced vers the popular 16 bit 
% © find!) Ogre Battle: The March of the 

proved graphics, additional musical se 
edone the spells to look even better than the 


ommand your army through the Zenobian Empire and reclaim the 
Along the way, recruit additional characters to j 
¢ in control, will you hand over power to the righ 
continent for yourself? 


yu can decide! 
A proven hit! The name says it all! 


* 


UNIQUE FEATURES 
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Survival comes down to two things, the role of strategy. 
And the roll of the die. 


INTRODUCING DRAGON DICE ON CD-ROM. Not since the invention of the 


broadsword has there been a more realistic way to experience the pace of 
battle. The new CD-ROM version of TSR's blockbuster hit, DRAGON 
DICE, takes you on a dangerously realistic journey into one of the most 
challenging and popular fantasy dice games ever. 

This animated DRAGON DICE adventure, begins in eons past, when 
the strength of the sword or the spell power of a sorcerer was the only 


BB difference between a glorious life, and a vicious, terrible death. 

You'll have to use all 128 of the games built-in computer dice to build 
ee ee own dice armies, to scout enemies, and to avoid traps. Plus, each 
DRAGON DICE CD-ROM comes with a limited and collectible, TSR 
sanctioned DRAGON MASTER die. 

It's the most true-to-life dice battle of strategy you've ever encountered. But beware, because only the 
extremely talented, or the unbelievably lucky will survive. 
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@ Basep on TSR’s BLOCKBUSTER STRATEGY HIT, DRAGON Dice. 

@ Customize ENDLESS ARMIES FROM EVERY DIE AVAILABLE FOR TSR'S ORIGINAL DRAGON Dice (ALL 128) 

@ SINGLE PLAYER OR A 4 PLAYER NETWORK MODE DRAWS YOU INTO THE RICH HISTORY AND 
STORYLINE OF AN ANCIENT AD&D® UNIVERSE 


BEAUTIFUL ARTWORK AND DICE -TO-CHARACTER ANIMATION BRING THE POPULAR DICE GAME TO LIFE, 
CREATING A RICH GAME PLAYING EXPERIENCE 


Coming soon for Windows 95° Download the interactive preview at www.interplay.dragonplay.com — 
Check out TSR’s DRAGON DICE game available now. E-~ 
DRAGON DICE™ and © 1996 TSA, inc. Malye crdinatosemndeerad Al rights reserved. ADAD and the TSA logo are trpdemarks of TSA, inc. BY GAMERS. FOR GAMERS.” 


